FOLLOW FORCE 


The members of the Nintendo Force love getting the chance to commu- 
nicate with you, our readers, through the release of each new issue of NF 
Magazine. If you’d like to keep closer tabs on what’s going on with our 
lives or hit us up with some direct, individual questions every once ina 
while, though, Twitter is going to be your best bet for success. Here are 
the Twitter handles for our entire staff. Find us, follow us and keeping on 
supporting us as the Nintendo Force! 


Í i і \ 


WARNING: FOLLOW.AT YOUR OWN RISK. WHILE THE PAGES OF NF MAGAZINE ARE ALWAYS FAMILY FRIENDLY, SOME 
OF. THESE JOKERS HAVE BEEN KNOWN ТО GET A LITTLE RISQUE WITH THEIR TWEETS. YOU KNOW WHICH ONES. 
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Dreams for the Future 


Aside from actually playing Nintendo games, 
nothing marks a Nintendo fan more than spending 
time thinking about tomorrow. What big franchise 
will get a sequel announced next? Where will 
Mario's next adventure take him? What characters 
will be playable in the next Super Smash Bros.? 
(That's a big one right now.) Well, there's no better 
time to be dreaming about the future than just 
after the annual E3 show each Summer - it's the 
one time each year where we get the most 
glimpses at what new experiences lie ahead. This 
year we saw a ton of huge Wii U annoucements 
made, from Super Mario 3D World to Mario Kart 8, 
and even Mega Man revealed to be joining the cast 
of the next Smash Bros. sequel! (I told you, that's a 
big deal.) We've rounded up every bit of info and 
put together hands-on impressions for all the hits 
of E3 in this issue for you - but we didn't stop 
there. We also let the theme of looking to 
tomorrow carry through the rest of our content 
too. You'll find the members of the Nintendo Force 
sharing their personal dreams for Nintendo's 
future inside, alongside our combination retro- 
spective/speculation piece "Hey Capcom, 
Remaster This!" in which we try to predict the next 
Disney NES classic to get an HD overhaul, after 
DuckTales: Remastered is released. The dream 
theme also lines up pretty well with our retro 
reviews of some of Kirby’s classics and Super 
Mario Bros. 2, (known for their dream lands), 
we've got your Dream Suite tickets to the NF 
team’s New Leaf villages and, of course, 
our cover story is our full review of 

Mario & Luigi: Dream Team. This issue? 
Well, it’s dreamy! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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ISSUE #3: 
MAY/JUNE 2013 


We're Enthralling! 


Hello, staff of Nintendo Force. | 
realize that this email will probably 
never be read. | also realize that you 
have no idea who | am. I’m a sub- 
scriber since Issue #2, and | just 
wanted to thank you for everything 
you’ve done to bring back the 
Nintendo magazine industry. Your 
writing is superb, your jokes are 
funny, and I'm proud to say that, 
come the end of the year, | will be 
renewing my subscription, and at 
some point, purchasing Issue #1. | 
look forward to further iterations of 
this magazine, best of luck, and mark 
my words: this magazine will go 
places. - YOUR ENTHRALLED 
NEW FAN, NEMANZIN 

Safe to say we did read your email, 
Nemanzin. Thanks for the high 
praise! We'll have renewal news 
coming soon! 


Secret Song 


Hi Nintendo Force! What are you 
feeling on Kazumi Totaka and the 
elusive "Totaka Song?" I’ve been 
looking for it myself in Wii Sports 
since 2007. It seems like most of 
these songs are impossible to find, 
since most of them don't show up in 
the sound test of the games they're 
in. - SUPERNTODOGAMERZ 

The longer they go without being 
found, the better, in our opinion. 
That allows them to develop into 
Nintendo fans' own sort of "urban 
legends," and makes it a much 
bigger deal when they are eventu- 
ally found. 


No sooner did we 
feature Donkey Kong on 
the cover of our last 
issue than the big ape 
decided to "return" one 
more time - so if you 
played апа enjoyed 
Donkey Kong Country 
Returns 3D, make sure 
you don’t miss Donkey 
Kong Country: Tropical 
Freeze for Wii U! (Check 
out our preview on page 
42.) 


Punchy Peach 


Hey guys! I'm now a proud Wii ü 
owner since my birthday last Tuesday. 
So to celebrate, I've decided to do 
some doodles on Miiverse. One par- 
ticular doodle 5” Ы ` 
that I'm 
extremely 
proud of is this: 
It'salittle 
tribute that | 
made to Peach 
for finally being 5554 
able to kick м Жы 
Bowser’s tail 

in Super Mario 
3D World after 
so long. If it’s 
not too late, 
could you put 
this in Issue #4 
of Nintendo Force? Please, please, 
please, PLEASE!! Thank you as always. 
- CHERVAN ABACHI 

Nice work! The only thing is, we 
don't know yet whether Bowser 
will be the big bad again - could 
you imagine if the reason Peach is 
finally free to be a playable charac- 
ter is because Bowser wasn't 
around to kidnap her? If it proves 
popular enough, we might never 
see Bowser again! (Yeah right.) 


Raise 'Em Right 
Do you think that's it's necessary for 
gamers today to go back to the roots 
of Nintendo and learn where certain 
series started up? Or should they start 
with new series such as Skylanders? 

- BRAD MAILANDER 


Two Thumbs Up! 


| loved your feature on licensed movie 
games. When | saw Roger Rabbit, | thought 
of the Who Framed Roger Rabbit episode 
from Angry Video Game Nerd. Speaking of 
AVGN, there is going to be a video game 
about him and it’s coming to Nintendo 
systems! - GABE HOFFMAN 

Thanks for the compliments, and so 
we’ve heard! Check out our preview on 
page 20 of this very issue! 


Brad, I believe every child should 
start their gaming education with 
Balloon Fight at the latest, and 
work their way up from there. 
That way, they can appreciate how 
far we've come... апа how good 
we had it then, too. 


2D Preference 


What's your favorite 2D game? – 
BRYAN PAUL WALLIS 

Urban Champion. (Bet you 
thought I was going to say Balloon 
Fight, didn't you? Well, you'd have 
been right, but only because I'm 
apparently a liar.) 


His Body is... 


If the Regginator was a playable 
character in the next Super Smash 
Bros., what would be his special 
moves? - BRIAN ALLEN 

Our guesses are: "What’s Wrong 
With You?," wherein he casts 
self-doubt on other players; "My 
Body is Ready," which doubles his 
power and durability; "Not My 


STAR WARS 


Problem," which deflects attacks 
at other players; and his Final 
Smash would involve taking 
everyone's пате and... well, you 
know the rest. It's probably too 
much to hope that he could have a 
Bigfoot pizza worked in there 
somehow, though. 


Poke-Yosh 


You're given the opportunity to 
become any single Pokémon you 
want to be, excluding Ditto, Zoroark 
and other Pokemon that can copy 
others. Who do you become and 
why? - NACHOZ RULE 

Yoshi, because he's a dinosaur and 
hangs out with Mario and 
company... what do you mean, 
"Yoshi's not a Pokémon"? Of 
course he is! I saw it in a magazine 
once! Besides, just look at him: 
He's captured in and freed from 
small, round containers, says his 
own name all the time, and 
doesn't look like the Earthly 
equivalent of any dinosaur I know. 
So yeah, Yoshi, all the way. 


Scouter Check 


| just want to know how many hours 
Josh Thomas has played Animal 
Crossing: New Leaf. Japanese version 
included! - DAVID FRAUTSCHI 

I think the number of hours he's 
spent on New Leaf is somewhere 
over nine thou-- (STOP! - Editor's 
Note.) 


Axe Sharpening 


I'm guessing that everyone working 
for Nintendo Force has a pretty 
regular character in Super Smash 
Bros. Brawl. Have the new character 
reveals for the next Smash shaken 
this up for you? Personally, | was a 
Lucas player . . . but Animal Crossing 
Villager is looking like my new 
favorite... for the sheer amount of 
carnage. Axe, ho! - ASHLEY LYNN 
RODRIGUEZ 

While I have nothing against 
F.L.U.D.D. the character/Nintendo 
item, it did absolutely no favors 
for my game as Mario. But now, 
with Mega Man on the scene... 


Seeing Green 


If they re-released the Virtual Boy but in Luigi colors would you buy it? Think of 
it as a 3D Game Boy, but with more headache inducing fun! - JEFFREY 


WITTENHAGEN 


Great question, but reading over it, we think it presents an even greater 
one: If Mario starred in the games with green graphics on the Game Boy, 
then why didn't Luigi star in the games with the red graphics on the Virtual 
Boy? It seems there may be a conspiracy against our green-garbed friend 


afoot... 


INBOX 


WHO FRAMED. 


ROGER RABBIT. A 


THE LION KING 


DON’T ANGER 


THE OX 


| recently unlocked Tharja in Fire 
Emblem: Awakening, and I’m 
stumped as to why Intelligent 
Systems would include such a char- 
acter in their game. | mean, if | 
wanted a relationship with a miser- 
able, needy, attention-seeking, 
manipulative liar, | could have easily 
done so in real life! How is this 
supposed to be escapism? Not to 
mention that her stalker tactics are 
downright terrifying... 

I’m sure you've already finished 
the game because you’ve had it since 
February, but what did you think of 
Tharja? Did she anger the Ox as 
much as she angered me? - FRITZ 
SCHNACKENPFEFFERHAUSEN 
Sir, you have offended the honor 
of my wife by implying that having 
a relationship with "a miserable, 
needy, attention-seeking, 
manipulative liar" would not 
serve as escapism for me! In her 
defense, | demand a duel on the 
field of battle! 

Your choices are Balloon Fight 
or Urban Champion. 
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Remasterpieces 


If our issues have secondary themes to go along with the ones that 
actually get called out on the cover, this one's would be DuckTales — 
because in addition to our "Hey Capcom" feature, we've also got an 
exclusive interview with the director of DuckTales: Remastered, 
Austin Ivansmith, and we're launching a new Retro column called 
"It’s New to Me!" with a young gamer’s first time playing the 
original 8-bit version of the game. To further celebrate this great 
HD remake of an NES masterpiece, we asked our artistically gifted 
readers to try their hand at "remastering" some other old NES 
sprites into modern HD (just as WayForward 
has done for Scrooge and his friends). 


- RON DELVILLANO 


Rockin’ Kats HD 


- RON DELVILLANO 


- KAREN МСКЕММА - PHILIP SUMMERS 


CO NTACT | N FO Facebook.com/NintendoForce 


GENERAL QUESTIONS: forcefeedback@nintendoforcemagazine.com 

LETTERS & FAN ART: inbox@nintendoforcemagazine.com 

COMMUNITY SECTION: community@nintendoforcemagazine.com 

SUBSCRIPTION ADDRESS CHANGES: addresschange@nintendoforcemagazine.com @NintendoForce on Twitter 
EDITOR-IN-CHIEF: lucasmthomas@nintendoforcemagazine.com 
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COMIC BREAK === 


HEY Luici, THis 
DREAM WORLD 15 ARE REALLY SURREAL, 
AND I LiKE- 


YoURE DREAMING oF\ 


А OTHER GIRLS)? N 


Tae END 
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THE BLUE 
BRAWLER 


Mega Man blasts his way 


into Super Smash Bros. 


WHEN SOLID SNAKE and Sonic the Hedgehog 
were announced to be joining Super Smash Bros. 
Brawl, fans felt there simply had to be one more 
third-party character added to the game: 
Capcom’s Blue Bomber, Mega Man. They waited, 
but ultimately to no avail. Following the game's 
release, director Masahiro Sakurai revealed that 
unlike Snake or Sonic, Mega Man's creators had 
not been in touch with him with regards to the 
idea of his inclusion. Then-Capcom Global Head 
of Production Keiji Inafune, who many regard as 
the "Father of Mega Man," would go on to reveal 
that there had likewise been no one from 
Nintendo to approach him on the matter. And all 
the while, Smash fans lamented the inability to 
see four of gaming's top icons brawl all together. 

Fast-forward five years to the E3 2013 
Nintendo Direct, and following the reveal of the 
Villager from Animal Crossing as a new fighter, 
gamers across the world waited with bated 
breath to find... their pleas had not been 
ignored! As the trailer's camera panned up a 
darkened mountainside, the spiky hair of the 
figure standing atop the cliff kept its identity in 
question until the unmistakable materialization 
of a familiar helmet formed over it. From Twitter 
to Facebook to forums to Miiverse, fans rejoiced. 

Mega Man will indeed be a part of Super 
Smash Bros. on the Wii U and Nintendo 3DS, 
though we don't yet know whether he'll be part 
of the default roster and selectable immediately, 
or if his presence will have to be unlocked (my 
money is on the latter). What we do know is that 
he's not coming alone, as he's set to be joined by 
his trusty robo-canine Rush and features his own 
stage with Dr. Wily's fortress from Mega Man 2 
looming in the background. 

Furthermore, the infamous Yellow Devil also 
appears - though whether he's a boss, stage 
hazard, Assist Trophy or something else entirely 
remains unknown for now. Making Mega Man a 
greater force to be reckoned with is his use of 
ranged Mega Buster attacks in place of punches, 
along with a whole cadre of Robot Master special 
weapons. 

The fans wanted Mega Man. The fans cried 
out, demanding Mega Man. And our voices were 
heard - we got Mega Man. - DAVID 
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"This is truly a great day 


for Super Smash Bros. 


and Mega Man fans alike. 


Few will disagree that, 
recently, Mega Man has 
seen better days. 
Hopefully this reveal 
marks a new beginning 
for the Blue Bomber" 
- DAVID 


"Mega Man getting to 
appear in Super Smash 
Bros. is long overdue! 
Finally getting to pit the 
Blue Bomber against 
Samus Aran ina battle of 
the arm-cannons is 
definitely going to 
Rock, Man!” 

- ROBERT 


“Watching the Nintendo 
Direct in my hotel room, 
my connection hiccuped 
during the ‘New 
Challenger’ part and all | 
could see was his feet. | 
started jumping around 
screaming, ‘Its Mega 
Man! | know it is!” 


- BRETT 
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А STREETPASS FASHION SHOW 


Our own Daan Koopman dons a sampling of a few of the new Mii hats. 


IN ADDITION TO Nintendo’s announcement of relay stations being on the way to help with 
StreetPassing in the future, we've also received a more immediate upgrade to the StreetPass 


Q 
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experience - a whole bunch of brand new hats and costumes to collect. (These new fashion options are 


only available to you if you invest in the brand new StreetPass games, so check out our review on page 23.) 


By getting certain accomplishments in the games, you'll receive shiny Plaza Tickets, and with these you 


can select the hats/costumes you want. Every day there are four new ones waiting for you, and they always 


seem to have a similar theme to them. Many of them are inspired by Nintendo's different franchises, as 
you can see my Mii modeling above - it's like having the whole Smash Bros. roster on a hatrack. - DAAN 


STREETPASS 
IMPROVEMENTS 
ARE ON THE WAY 


Relay stations will help you get hits! 


WHILE STREETPASS FUNCTIONALITY has worked 
well enough in the dense population centers of Japan, 
gamers around the world have had more difficulty 
taking full advantage of what this feature of the 3DS 
offers - some gamers just don't live close enough to 
others to be able to get more than one or two "hits" 
every once in a while. And while some have taken 
matters into their own hands and arranged StreetPass 
meet-ups, Nintendo is now doing their own part to 
help by revealing their plans to enhance Nintendo 
Zone, creating thousands of Wi-Fi relay stations. 

The relays will live in places like Starbucks coffee 
shops and McDonald's restaurants, and will transform 
StreetPassing into an asynchronous experience - 
meaning that you'll be able to score a hit with a fellow 
3DS owner if you visit the same place, but it doesn't 
have to be at the same time. 

Say | go to McDonald's for breakfast, taking my 
3DS along with me. | eat, then leave, having had no 
StreetPasses while there. But if you then show up for 
lunch there with your 3DS, we'll both "tag" each other. 

Current numbers are putting North America at 
29,000 stations installed by this Fall, with Europe 
hitting 25,000 in the same timeframe. For anyone 
who's had more frustration than fun with StreetPass 
features on their 3DS so far, this could be the change 
that breathes life back into the 'Passing experience. 


"The best part of 
both of these 
StreetPass upgrades 
is that | can now 


finally get a Western 
- E. hat for 
my Mii to wear!” 
- DAVID 
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COLLECTORS CORNER 


As we all know by now, 2013 is the Year of Luigi, as it is his 
30th birthday. In 2011, Club Nintendo Europe released a 
25th Anniversary Super Mario Bros. coin that is the same 

size and shape as this new Luigi coin, but the new coin 
has color and a new design. Found both at the recent Best 

Buy E3 events (see page 80) and at Nintendo’s booth at E3 
itself this year, these coins were as coveted as they were 

hard to get. The coin itself is encased in plastic, and 
instead of having the same design for both sides, Luigi’s 
face appears on the back. Truly, using this coin would lead 
to some epic "Heads or Tails?" moments. 


EARO “/ 


сім 


SWAG HUNTING REPORT: 2013 


Brett battled the masses to bring back the best freebies of this year’s E3. 


The time-honored tradition of snagging swag at 
ЕЗ has led to some pretty creative hoops for 
gamers to jump through. While, overall, there 
was less swag to be found at ЕЗ this year than іп 
previous years, the swag that was there was 
awesome - and time-consuming to obtain. 
Nintendo’s booth only had swag in one area. 
The station had a large, locked, circular room 
where the swag was kept, and in front of that was 
a circular stage surrounded by 10 305 XL demo 
stations. Booth attendants stood on the stage 
and spun a large wheel full of the swag. While 
showgoers played through 10-minute demos of 
different games, the attendants spun the wheel 
and talked with Mario or Luigi on a vertically 
hung TV on the stage – much like they have done 
previously at the Nintendo World Store. At the 


end of the play session, whatever swag was in 
front of the players could be retrieved, and every 
hour, one of the items was replaced by a brand- 
new 3DS XL. (This led to three-to-four hour lines 
just to get a shot at winning. 
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The wheel also included the following: a pair 
of checkered flags featuring Mario and Luigi on 
hovercrafts from Mario Kart 8; shirts emblazoned 
with the logos of The Legend of Zelda: The Wind 
Waker HD, Super Mario 3D World and Bayonetta 
2; the Year of Luigi coin (seen above) paired with 
Pikmin 3 iron-on patches (found on several of the 
booth attendants' outfits); Mario plushes 
(including a Bob-Omb and Chain Chomp, but 
these were not exclusive to the show); a Donkey 
Kong barrel-shaped bag with a banana pouch; 
Luigi hats (see page 80); and a green Pikmin 3 
hat. On the third day of E3, they had a lot of extra 
flags and coins, so they started adding them to 
all of the merchandise spots. 

Other booths featured swag from games 
coming to Nintendo systems, each with their own 
tasks to complete. For a DuckTales: Remastered 
pin, people had to record themselves singing the 
DuckTales theme song in a soundproof booth. 
Natsume also had a dragon plush representing 
their upcoming 3DS title, Hometown Story. 


Disney offered shirts and hoodies printed in the 
booth with images from Disney Infinity, Warner 
Bros. had a metal batarang keychain for attend- 
ing a screening of gameplay from Batman: 
Arkham Origins and Ubisoft offered a Watch Dogs 
tin which contained a phone cover and pins. 

It always takes a lot of time to try and retrieve 
good swag at E3, and many people miss a lot of 
the show simply to get their hands on the free 
goodies. (But some swag is worth the wait!) 


| For more cool collectibles and information 
on how to order from import Ae visit 
The Video Game Memorabilia Museum 


at http://www.videogamemm.com 


PLUCK UP SOME PIKMIN 


We've seen nothing specifically from Pikmin 3 yet, but 
the crew of five from Pikmin 2 is back for a new plush 
set from San-ei. The set consists of five small plushes 
with straps (around $7 each), and three that feature 
extra storage for whatever you think a Pikmin might 
carry in a basket, coffee mug or garden planter (around 
$13 each). They're slated for late July. Happy importing! 
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PLUSH RUSH ө 


Rush has always been able to turn 

into awesome things to help out Mega Man. Rush Coil. 
Rush Jet. Rush Plush Tissue Box Cover. Wait, huh? Well, 
maybe Mega Man got that pesky Roboenza virus again. 
Capcom's online store in Japan is offering this odd item 
for the softest of the hardcore Mega Man fans, but you 
can also import it using various stores for around $100. 
Dr. Light will have this weapon ready around September 
this year. There are other Mega Man offerings coming in 
November at somewhat cheaper prices, including deluxe 
plush arm cannons from Mega Man and Proto Man 
(around $60 each), and figures featuring multi-colored 
Mega Men. (Still, you may want to save up for those 
awesome statues coming soon from the Capcom store in 
the USA instead.) 


THE ULTIMATE 
STILL-LIFE FORM 


This Shadow the Hedgehog statue is an impressive 15 inches 
tall and is limited to 1500 pieces worldwide, unless you prefer the 

lighted exclusive version that only has a run of 600 worldwide - its light flickers like a flame. 

In both versions, Shadow's showcased in a running pose that will look perfect alongside the other 
statues in First 4 Figures’ Modern Sonic series. Shadow will begin shipping to Hedgehog fans in 
the last quarter of this year and will run you around $215, or $15 more for the exclusive edition. 


A MAYOR BEST FRIEND 


Isabelle (or Shizue in Japan) has just been introduced in the Animal Crossing 


series’ newest game, but she's already making big waves in the AC fan com- 
munity. This figure is called a Nendoroid and comes from the Good Smile 

Company. Nendoroids are known for customization and detail, and the extra 
pieces and faces will lead to some great poses for display. The bell in her 
hair is even real! You can befriend Isabelle for around $40 this October. 
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DIVING INTO “FREE-TO-PLAY” 


Nintendo taps its sub sim series to experiment with new pricing structures. 


NINTENDO WILL BE testing the waters of the free-to-play market with a new Steel Diver. 

"There is something we're doing with the Steel Diver idea that | think is going to open things 
up with that game," Shigeru Miyamoto said in a recent interview with IGN. "It’s going to be very 
fun. We're exploring from a perspective of where we can take that from a multiplayer standpoint 
- it's going to have this four-player battle mode that I think is going to be very interesting." 

Steel Diver was a launch title for the 305 that put players in control of submarines from a 
side-scrolling perspective. While the game focused on a solo experience, reviewers did point out 
the positives of its Battleship-esque multiplayer mode - though it offered only local play. 

Even with its handheld origins, Miyamoto didn't specify what platform the free-to-play 
version of Steel Diver would land on. The famous game designer also stressed that the precise 
payment method for the upcoming game is still in up in the air. If you're unfamiliar with "free- 
to-play" games, they're a relatively new trend in game publishing that allow players to download 
the title for no cost - many then utilize 
micro-transactions that offer users the 
ability to buy visual upgrades, skill boosts 

or other optional add-ons to earn money 
look forward to Nintendo from the game. This business method has 
dipping its toes into these new M 
payment models!” become an industry standard on smart- 
- EVAN phones. Steel Diver will mark Nintendo’s 
first foray into the free-to-play world. 


“A free-to-play Steel Diver 
with online multiplayer 
definitely piques my interest. 


Yeah! 


Fans’ #1 fighter request 


made it into Smash! 
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The old release date shuffle. 


THE NEXT ENTRIES in the "Wii Something" series are 
getting delayed. Wii Party U, originally slated for a 
Summer release, will now come out this October - while 
Wii Fit U, first mentioned as a launch window title, is now 
planned to arrive sometime before the end of the year. 
The two delays were revealed during E3 2013, where Wii 
Party U was demoed - though, oddly, Wii Fit U was absent 
(despite being playable at E3 2012.) 

Also taking a tumble further down the release calendar 
was Mario Golf: World Tour (which we'd expected to see 
before the end of the summer), and Yarn Yoshi. Both were 
E3 no-shows as well. 

If you've been a Nintendo fan for any length of time at 
all, you've come to know that release date delays are just 
part of how the company works. Though, of course, we'd 
prefer that wasn't the case. - NEAL 


"After playing Wii Party U at E3, 
I'm super excited for it. Foosball 
on the GamePad is incredible!” 


- NEAL 


Unyeah... 


His own series, though, 
is still catatonic. 


CARD & PUZZLE EDITION 


CLASSIC GAMES OVERLOAD™ 


ceps. 


NINTEN! 


ro S 


FALL OF THE DRAGONS? 


Pokemon battles get re-balanced by the new Fairy-type. 


POKEMON X & Y will be shaking up a lot more than just the series’ visuals when they launch around the c EVERYONE to TEEN 


world this October; for the first time in well over a decade, Nintendo and Game Freak will be introducing a 
AVAILABLE AT; 


brand-new Pokémon type in the upcoming games: Fairy. While details on the new type are still scarce, the 
CONTENT RATED BY 
| Nintendo éShop 


Big N has already unveiled several new critters that will fall under the Fairy classification – most notably = = 


Sylveon, the newest addition to the Eevee family, and Xerneas, the legendary cover Pokémon from Pokémon 
X – as well as a few older monsters that will be reclassified to have Fairy as a secondary type, including 
Marill, Gardevoir and Jigglypuff. We also know that Fairy Pokémon will be super-effective against Dragons, 
which should go a long way in further balancing the gameplay, just as Steel and Dark Pokémon helped coun- 
teract Psychics in Gold and Silver. There are still plenty of questions lingering around the new type, but one 
thing is for certain — it's definitely an exciting time to be a Pokémon fan. 


"The new Fairy D seems interesting. [mall 
for anything that will help keep Dragon Pokemon in check!” — KEVIN K. 


COMIC BREAK 


BRITTANY! YOU WON'T BELIEVE WHAT I'VE FOUND! 
жа HEAD OVER HERE RIGHT ALAH! 


Relax! If thiS area 
were dangerous, 
the captain wouldn't 
have Sent uS out 
here alone! 


I'm Kind of hiS 
protége. 


Let's get this 
thing back to 
the Ship before 
any predators 
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BEYOND 
CAVE STORY 


Tyrone Rodriguez and Nicalis let Quote take a 


break as they move on to a vast variety of new adventures. 


TYRONE RODRIGUEZ REALLY loves Cave Story. 
Like, really loves it. It’s a bit of an obsession for him. 
It’s borderline unhealthy. 

And it’s Tyrone’s unyielding fandom for that one 
game that has helped Nicalis — the indie development 
and publishing house he founded - rise in recognition 
in Nintendo gamers’ minds over the course of the last 
few years. It doesn't really matter if you yourself are а 
Cave Story fan or not - it’s been released and ге- 
released so many times now that there's just no chance 
you've not noticed it yet. 

But, now, it seems Tyrone is finally letting go of his 
Cave Story addiction. For a little while, at least, the 
slate of future releases for Nicalis contains no more 
ports of Pixel's PC classic. We took advantage of the 
break in the clouds to talk with Tyrone about what's 
next for his company - beyond just more Cave Story. 


NF: Nicalis has had quite the impressive lineup of 
developed and published titles for Nintendo plat- 
forms. Is there anything in particular that draws you 
to Nintendo's digital shops? 

| grew up playing NES. A LOT. 
Some of my fondest memories are on the NES and 
SNES. And what Nintendo fan wouldn't want to have a 
game available on a Nintendo console? That was really 
the biggest motivation when we began work on Cave 
Story, but what I personally found in the process of 
becoming a licensed developer/publisher was that 
Nintendo was the most open of the three platforms. At 
the time, Nintendo expressed interest in Cave Story 
and NightSky for its platforms. Since then, Sony has 
also made a turnaround, so it's not unlikely to expect 
most if not all our future titles on both Nintendo and 
Sony consoles. 


As Nintendo has found its footing in the digital 
arena, how have you found your experience with it? 
Do you believe it is doing enough to establish itself 
as a formidable force when it comes to digital 
content? 

Both as a player/consumer and developer, I think that 
WiiWare was an incredibly clumsy and rough start for 
Nintendo. WiiWare was plagued with logistics issues 


and a bad UI - things that Sony and Microsoft already 
had figured out on PlayStation Network and Xbox Live 
Arcade. But then we saw improvements, albeit 
marginal, on DSiWare. The rebranded eShop stores 
seem to be a new direction for the company and, from 
personal experience, [the stores] are doing much more 
for developers and publishers. 

Anyone can tell you that the climate has changed 
for digitally downloaded games, but Nintendo has 
made changes and become more accepting to develop- 
ers and easier to work with. For developers consider- 
ing console games, the 3DS and - to a lesser degree 
since the install base is still growing — the Wii U have 
both become considerations instead of instantly being 
dismissed as distribution platforms. 


Most people know Nicalis for its work with Pixel on 
the Cave Story brand. That title seemed to pave the 
way for the other digital offerings you've 
brought/are bringing Nintendo's way. Just how much 
did Cave Story's success play into Nicalis’ future? 
Other Cave Story fans may know how much of a fan I 
am. When we decided to work together with Pixel, it 
was a decision based on the quality of the game, my 
love of it and the desire to introduce more players to 
Cave Story. While the WiiWare version was not success- 
ful, we never anticipated the popularity and want for 
Cave Story on DSi, 3DS and Steam. Players really love 
the game, and it's still fun for me to ask which version 
of the game is a person's favorite — opinion seems to 
be almost evenly split between the 3DS eShop version 
and Cave Story+ on Steam. 


Speaking of Pixel, we know he's hard at work on Gero 
Blaster for mobile platforms. We've also heard some 
rumblings of a potential release via 3DS eShop. Care 
to elaborate on that? 

Daisuke is busy with Gero Blaster and, like his past 
works, he won't release it until the game is ready. As 
you know, we've had a long relationship together and if 
there's enough interest from players, we'd be happy to 
make it happen on 3DS. The game is fun and has his 
trademark feel. It has some interesting gameplay 
mechanics – particularly for a touch screen, but I'd be 
lying if | didn't say it feels better with a Control Pad 
and buttons, like night and day. He seemed really 
excited to play it on the 3DS when І showed up earlier 
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this year, but | think if we do it, it’ll 
have to have some special content 
specifically made for whatever console 
it’s published on. 


We also know you’re a fan of Nifflas’ 
work, having brought NightSky to the 
3DS eShop. You've since worked with 
him on other projects for PSN/PC, 
such as Knytt Underground. Any 
chance we could see you two pair up 
for another outing on Wii U or 3DS? 
That wouldn't be an unlikely thing. | 
think Knytt Underground would be 
tough to pull off on a 3DS given the 
HD art, but it would look great on the 
Wii U. Nicklas and | have mentioned it 
in passing in conversations. 


We're also dying to hear a status 
update on Aban Hawkins & The 1001 
Spikes, which was announced for Wii 
U and 3DS eShops. How's develop- 
ment coming along? 

1001 Spikes has grown into an even 
more epic game. Since we announced 
it as a Wii U title the game's scope has 
increased. It's probably about four 
times bigger than it was a year ago, 
and the multiplayer aspect alone 
makes it a whole new game. We've 
spent the last year designing new 
levels, new modes, new characters 
(with different abilities), multiplayer 
modes (versus and co-op) as well as 
adding tons of new art, cutscenes, 
secrets and music. 

I'm pretty certain that Wii U and 
3DS players will love the game. It's 
incredibly unforgiving, but really 
rewarding. We're near beta now and 
all the content is complete. It's at that 
point where we're having a lot of fun 
playing it together. 


What kind of differences between 
Aban Hawkins & the 1001 Spikes on 
Wii U and 3DS can we expect? 
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Samu and I really want the experience 
to actually be quite close. | don't want 
players from one platform to feel like 
they're getting less than another. That 
goes back to the reason why we 
remade Cave Story for the 3DS eShop 
- so that 3DS players would have a 
native experience. 

However, there are differences. The 
most obvious is that we'll take advan- 
tage of the 3D capabilities of the 3DS. 
There are a few things that we have to 
contend with, like different resolutions 
and what do we do with the bottom 
screen on a game like 1001 Spikes. But 
they're generally the same game. 


It's nice to see another indie devel- 
oper supporting Nintendo, especially 
on the Wii U. More and more devel- 
opers are confirming projects, but 
you were ready to jump on Wii U 
from the get-go. In a time when 
multiple devs are shying away from 
Wii U, what makes you confident in 
the platform? 
I'm a fan of games, and | believe in the 
game industry and the platforms. 
That's why we've moved onto really 
embracing the concept of multiplat- 
form release for our games. We should 
have done it much sooner, but it's just 
an issue of balancing manpower. 

| own every current console, and I'll 
also buy a PS4 this fall. | want our 
games to play on everything that's 
available – that includes Wii U. It's a 
competent machine and a good suc- 
cessor to the Wii. 


If you had a shot at helping Nintendo 
turn things around for Wii U, what 
insight and suggestions would you 
offer? 

That's tough, as I feel the Wii U suffers 
more from lack of consumer education 
than anything else. As a console it's 
good, sufficiently powerful, HD and 


seems to have some quality games 
coming, but the biggest issue for me 
is, "How do we convince players that 
it's a Wii U and not just a Wii?" 

If | had a time machine and veto 
power at Nintendo, | would have given 
it a totally different name, made sure 
it looked nothing like the Wii and 
offered it in black only - not the base 
white unit. | probably would have also 
launched with at least a few more 
first-party titles to hold players over. 

unfortunately, NCL is beholden to 
its investors, and, like just about any 
publicly traded company, it has to 
make its balance sheet look good. 
That's probably the reason why the Wii 
U released an entire year ahead of 
PS4 and the Xbox One. If you recall, 
there was a similar snag with the 3DS 
launch - it released and the really 
awesome games came much later. The 
third party support will always be an 
issue because large publishers' focus 
isn't always aligned with the quality or 
originality of a game. 


Finally, you've just recently 
announced plans to bring the RPG 
Grinsia to the 3DS eShop. Care to 
give us a run-down of what the 


Yeah, there's no mistake about it. 
If Mave's story is to be believed, the Treasure of Light 
should be somewhere here. 


game's about, and maybe tease us 
with a new detail or two? 

Grinsia is a 2D Japanese RPG originally 
published by Kemco for iOS and 
Android. As I'm sure you know, Kemco 
has been around for a very long time 
and was one of the first third-party 
publishers on the NES. Remember Spy 
vs Spy? 

In the last few years, Kemco has 
focused on the development of role- 
playing games for the Japanese 
market. | found a few of their games 
on the App Store and had the oppor- 
tunity to play Grinsia extensively. It's 
quite good and feels like a classic 
16-bit 2D JRPG. A dozen hours into the 
game, I couldn't get the idea out of my 
head that the game would be so much 
more fun for me on a 3DS. It's a 
perfect fit for the 3DS or anything 
with a real controller. 


Our thanks to Tyrone for taking the 
time to answer our questions! We'll 
keep you updated on the progress of 
all of Nicalis' upcoming projects, and 
keep an eye out for any more Cave 
Story ports that may emerge from 
them - because hey, the Wii U eShop 
doesn't have a native version yet! 
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Game Boy green makes a comeback in 


MOST GAMERS REMEMBER the 
original Game Boy as having black- 
and-white graphics. Not so! It was a 
monochrome system, true, but its 
earliest versions displayed visuals in 
four queasy shades of green. The 
team at Ackk Studios remembers this 
correctly, though, and they're paying 
homage in Two Brothers – a retro 
throwback to classic 2D RPG adven- 
ture games with visuals in, yes, Game 
Boy green. And while it would be 
simple to use an art style like this just 
for nostalgia's sake, the developers 
are taking it one step further by cen- 
tering a clever (and slightly satirical) 
plot around the game's lack of color. 
That plot places you in the role of 


Roy Guarder, a young inventor who 
witnesses an afterlife filled with color 
after a near-death experience. Roy 
comes back to life as a man obsessed, 
captivated by the idea of finding those 
new colors again - and his brother 
Bivare joins him (Two Brothers, you 
know). As the story progresses, the 
brothers' world will transition from 
Game Boy mono-green to full color. 
The theme of death is handled dif- 
ferently from most games, where 
death usually means a "Game Over" 
screen. When Roy gets killed, he'll find 
himself in an afterlife hub. There, he'll 
be able to speak to characters who've 
passed on. Having chats with the 
deceased will help him find clues, and 
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A QUEST FOR COLO 
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Roy will 

even bring a few 
characters back from the dead. In fact, 
in order to progress all the way 
through the game, a few moments will 
arise in which you'll be required to kill 
Roy off on purpose - in order to cross 
over and visit this realm of the dead. 
This is one of only very few games 
where death is actually encouraged. 

But, moving beyond the intentional 
suicides, the game employs some 
more traditional mechanics too - like 
an item-based system using medal- 
lions to create combos for more 
powerful attacks. A variety of enemies 
require unique strategies to be 
defeated, and some enemies you may 
only encounter once or twice through- 
out the game. 

During conversations with NPCs, 
you and Roy will be presented with 
three emoticon prompts. Each 
emoticon will trigger different reac- 
tions from NPCs. It'll be interesting to 
see whether the emoticons you select 
in these moments end up having any 
major impact on your overall quest. 

The game's color/no-color dynamic 
may keep most attention focused on 
its visuals, but the game's soundtrack 
shouldn't be ignored. It's massive. 


ES 


It weighs іп at a whopping 98 tracks, 
it’s fully orchestrated and it’s radically 
ambitious for an indie game. The 
tracks – written and composed by 
Andrew Allanson and Anthony 
Manfredonia - evoke childhood 
memories of older games while still 
remaining completely original. 

Wrap that all up with a quest that’s 
estimated at 15-20 hours to complete, 
multiple endings to discover and a 
wealth of sidequests thrown in as well, 
and it’s no surprise that Two Brothers 
has become one of the more antici- 
pated games coming to the Wii U 
eShop. It’s clearly a nostalgic love 
letter written to Nintendo fans - 
though we Nintendo fans will still have 
a little while to wait for this letter to 
be delivered. Two Brothers’ Wii U 
eShop edition was funded thanks to a 
successful Kickstarter campaign, but 
it’s scheduled to follow after a PC 
version drops first. 

That’s OK, though. When a game 
looks this promising, we don’t mind 
the wait – and we'll check back in with 
the team at Ackk Studios again soon 
to keep you updated! - EMILY 
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PLAYING CAT & MOUSE 


Flipping out with Scram Kitty and His Buddy on Rails. 


THE Wii U has become a popular target for indie 
developers, but few are trying to make anything 
as unique as Scram Kitty and His Buddy on Rails. 

Dakko Dakko, Scram Kitty’s developer, is no 
stranger to game development. Before going 
independent, they worked at Q-Games on games 
such as Star Fox Command and the Pixeljunk 
series. "Scram" is Welsh for "scratch," reflecting 
the developer’s location in Wales. 

The game is a bit hard to classify. You could 
say it’s a shooter on rails, but we're not talking 
about a behind-the-back view - we're talking 
literal rails that you skate on, viewed from a 2D, 
overhead perspective. It’s actually the devel- 
oper’s second wall-hugging game, after The HD 
Adventures of Rotating Octopus Character for PS 
Vita (you may sense a naming trend). You’re mag- 
netically attached to the rails through your "spin 
board," but you can also release the magnet 
momentarily in order to jump and reattach to 
other magnetic surfaces – not unlike Super Mario 
Galaxy's gravity fields. 

In a story juxtaposing the outer space setting 
with The Secret of NIMH, a space station has been 
overrun by evil mice that were being experi- 
mented on. Scram Kitty is trapped on the station 
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and you play his buddy in a bid to rescue your pet 
and stop the mice from colonizing the planet, 
avoiding an onslaught of attacks along the way. 

Attached to the rails, you fire shots generally 
towards the middle of the screen, but can direct 
your fire in front of you, side-to-side, or diago- 
nally. Like more traditional shoot-'em-ups, you 
can collect a variety of weapons, including a 
scissor-like sword attack. Weapons are color- 
coded such that they will break through like- 
colored barriers. You must explore the whole 
level to find all of the keys that are required to 
unlock the exit. Special speed run keys exist for a 
limited time. If you can collect these before they 
disappear, you can clear the levels more quickly. 
Alternatively, you can take your time to face the 
enemies head-on. 

Seeking to use the Wii U GamePad features, 
Scram Kitty displays two slightly different views. 
The GamePad view is meant for players, while the 
television displays a wider view, which is often 
covered up by the reactions of the expressively 
cartoony Scram Kitty, and is best enjoyed by 
spectators. 

Scram Kitty is a crazed, bullet-riddled roller- 
coaster ride. It'll arrive this Fall. - AARON 


FREE PLAY 


PAC PACKAGE 


Namco Bandai brings back a 
few old favorites — and a few 
new — in Pac-Man Museum. 


THE PAC IS back, and in Pac-Man Museum for the 
Nintendo 305 and Wii U, he's in classic form... give or 
take about 30 years. Unlike Pac-Man and the Ghostly 
Adventures (see our preview on page 38), Pac-Man 
Museum is slated to contain a full showcase of retro- 
styled Pac-action. Only a handful of games have been 
revealed for this collection so far, including the 
original Pac-Man and the (until now) arcade-exclusive 
four-player Pac-Man Battle Royale. Better still, 3DS 
and Wii U owners are in for a special treat, as those 
versions will also contain Pac-Man Championship 
Edition, previously available to Nintendo owners only 
in Pac-Man & Galaga Dimensions. There will surely be 
much more packed in too, so stay tuned! - DAVID 
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READY, SET, ART! 
Art Academy comes to Wii U. 


MiiVERSE IS ALREADY home to some fantastic 
artwork, so it comes as no surprise that Nintendo's 
planning to further foster this creativity with a new 
entry in the Art Academy series for Wii U. The game 
will contain full tutorials for budding artists, teaching 
art fundamentals and techniques (perfect for anyone 
who's been intimidated by the skill already on display 
in Miiverse and unsure of how to get started them- 
selves). Nintendo's also announced that the full-color 
drawing tools will be released separately prior to the 
game's launch, allowing users to work their magic on 
Miiverse without buying the full package - we expect 
those to arrive by the end of the Summer. - ROBERT 


No LONGER A STRANGER TO NINTENDO 


Sixteen years after its debut, the Oddworld series is finally coming to a Big N home console. 


THE Wii U is about to get a bit odder. 
"We strive to be a completely 
platform-agnostic micro-publisher," 
said Lorne Lanning, founder and 
co-owner of Oddworld Inhabitants, in 


a press release. "As such, we were 
very happy when Nintendo asked if we 
could release [Oddworld: New 'n’ Tasty 
and Oddworld: Stranger’s Wrath HD] 
on the Wii U via their eShop distribu- 
tion system." 

The arrival of these two titles will 
mark the Oddworld franchise's first 
foray onto a Nintendo home console, 
beginning with a revamp of the series’ 
1997 PlayStation debut, Oddworld: 
Abe's Oddysee. Now re-subtitled as 
"New "n' Tasty," it’s an adventure that 
centers on the odd-looking Abe – a 
slave who finds out his "employer" has 
an evil idea to send stock prices 
soaring with a food product based on 


meat from his own Mudokon kind. 
After discovering the frightening 
news, Abe escapes with the help of 
players in a side-scrolling adventure 
featuring a healthy helping of oddball 
humor and dialogue. 

Along with some fart jokes and 
standard running and jumping, Abe 
also can possess enemies via chants to 
solve environmental puzzles. Players 
take full control of his adversaries, 
helping clear the way of any stumbling 
blocks so Abe can proceed. 

Stranger's Wrath HD, meanwhile, is 
a high-definition update to a 2005 
Xbox exclusive. (Well, a former exclu- 
sive now.) It shifts the perspective to a 


3D world following the titular bounty 
hunter, Stranger. Not only do players 
control the hunter from a third-person 
view, but you also shoot weapons in 
first-person. And this game definitely 
brings a whole new meaning to the 
term "live ammunition," as Stranger 
utilizes various creatures as ammo - 
like a squirrel that distracts enemies 
and bees that fire like an automatic 
rifle. Add this action element to the 
intriguing health-stamina system as 
well as some RPG-like aspects, and 
you have quite a unique title. 

Both games are scheduled for 
release on Wii U before the end of the 
year. Get ready to get odd! - EVAN 
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OLD-SCHOOL ANGER MANAGEMENT 


The Internet’s most furious game reviewer comes full circle in Angry Video Game Nerd Adventures. 


IN 2004, AMATEUR filmmaker 
James Rolfe recorded himself playing 
Castlevania ІІ: Simon’s Quest and Dr. 
Jekyll and Mr. Hyde on the NES, 
harshly criticizing their obtuse chal- 
lenge and poor design. His persona 
was later molded into the Angry Video 
Game Nerd, a retro-gaming junkie who 
forces himself to play the worst games 
of all time (while providing colorful, 
curse-laden commentary). 

The Nerd has amassed a large fan 
following thanks to his humorous 
antics and relatable frustration, 
leading many to wonder when an 
official AVGN video game would 
appear. Imagine everyone's surprise 
when game news and entertainment 
site ScrewAttack partnered with indie 


FUTURE 


studio FreakZone Games to announce 
Angry Video Game Nerd Adventures, 
coming to the Wii U and 3DS eShops 
(as well as PC) later this year. 

AVGN Adventures is a tribute to 
both the web series and the many bad 
games - and good ones! - that the 
Nerd has played over the years. 
Armed with an NES Zapper in one 
hand and a Power Glove on the other, 
he marches through levels inspired by 
specific AVGN episodes and populated 
by appropriately themed obstacles. 
For example, the "future" stage 
consists of insta-kill lasers, disappear- 
ing blocks straight out of Mega Man, 
and an auto-scrolling section reminis- 
cent of the obscenely difficult NES title 
Silver Surfer. 


The Nerd is joined by three other 
playable characters: Guitar Guy, a cari- 
cature of AVGN theme song composer 
Kyle Justin; Mike, modeled after series 
co-writer and frequent co-star Mike 
Matei; and the literally poo-poo- 
headed mascot of a separate rant 
series also created by Rolfe. Each 
character has his own unique abilities 
and can be swapped in on the fly, but 
they’re accessible only upon discover- 
ing their hidden locations. 

In the spirit of NES platformers, 
death comes swiftly. But FreakZone is 
taking great pains to ensure the chal- 
lenge is fair and balanced - which 


actually puts this game leagues above 
the substandard drivel the Nerd typi- 
cally endures. But what really sells the 
AVGN experience are angry observa- 
tions the Nerd delivers via text box 
throughout the campaign. And should 
he lose a life, a random insult will 
appear on the death screen, likening 
the game to various bodily fluids and 
animal waste. 

For fans of the Nerd's self-flagellat- 
ing exploits, Angry Video Game Nerd 
Adventures may be the closest you'll 
come to living in an AVGN episode - 
short of setting up camp behind his 
couch. - TONY 


A Wish Granted 


WE HOLD DEVELOPER WayForward 
Technologies in high regard today, but at the turn 
of the century, it was a relatively unknown 


company that only worked on licensed properties. 


All that changed in 2002 with the release of its 
first original game, Shantae, on the Game Boy 
Color. Unfortunately, the Game Boy Advance had 
already supplanted its handheld predecessor the 
prior year, thus Shantae drifted into obscurity 
after a small print run. Thanks to the Virtual 
Console, latecomers can finally experience the 
game without having to shell out $200+ for an 
original GBC cartridge in the secondhand market. 
The titular heroine is a half-genie who moon- 
lights as a belly dancer and whips enemies with 
her ponytail. She was the first in what would 
become a WayForward tradition of spunky female 
protagonists who are a little provocative, yet 


downright adorable. In fact, most of the cast, such 
as pirate villainess Risky Boots, bird trainer Sky 
and even zombie Rottytops, exude a sensual 
charm - for pixelated sprites, that is! 

Following the footsteps of Castlevania II: 
Simon's Quest and Zelda 11: The Adventure of Link, 
Shantae is an adventure platformer that 
welcomes non-linear exploration. You battle 
enemies along your path, visit towns to gather 
supplies and clues and navigate labyrinths in 
search of the legendary relics Risky needs to 
operate her steam-powered doomsday weapon. 
Additionally, Shantae learns a number of dance 
routines that trigger animal transformations used 
to reach previously inaccessible areas. 

Technically, this was the most impressive Game 
Boy Color game bar none, stopping at nothing to 
squeeze every ounce of color and power from the 
system. Shantae herself sports some impossibly 
fluid animations, from her dance gyrations to 
simple actions like flicking her hair. Top it off with 
а rich soundtrack by famed musician Jake 
Kaufman, and here's a game that laughs at the 
so-called limits imposed by its hardware. 

The road is not without speed bumps, however. 
Shantae's hair whip has an extremely short range, 
which results in frequent accidental injuries in 
combat. When night falls, enemies receive a 
drastic buff in defense, turning them into damage 
sponges that take an exhaustively long time to 
defeat. And because of vague directions from 
NPCs and the lack of any map, you'll often wander 
aimlessly in search of the next waypoint. 

But don't let that discourage you from discov- 
ering Shantae's magic and whimsy. If nothing else, 

it marked the moment when WayForward 

became a force to be reckoned with. - TONY 
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Mario is Missing 


NEW SUPER LUIGI U 


THIS IS EASILY the most ambitious piece of 
downloadable content Nintendo has ever 
attempted. New Super Luigi U is an expansion 
of New Super Mario Bros. U, but it’s such an 
expansive expansion that it’s basically a wholly 
self-contained alternate version of that base 
game - it contains new versions of every single 
level in the original game, save the boss battles. 
The twist is that each level is shorter and more 
time-constrained, and Luigi and the two Toads 
control in the old Lost Levels Luigi style - they 
jump higher than before and slide around a bit. 
That varies up the experience enough to make 
it feel somewhat unique, but if you've spent a 
lot of time playing New Super Mario Bros. U 
lately, Luigi's side-scrolling starring role might 
be a little too much to bear. 

Still, controlling Luigi is a fun challenge, 
especially as you're forced to learn how to 
master his off-kilter controls to deftly dodge all 
sorts of insane challenges in a short amount of 
time (though that does get restrictive). Looking 
for Star Coins or trying to discover all of the 
cute 8-bit Luigis in every level is seemingly 
frowned upon, since the time limit is always 
such a foreboding presence. You could argue 
that that's part of the challenge, but it definitely 
altered how I traditionally play 2D Mario games. 

Since Mario makes no playable appearance, 
the multiplayer is changed in both a positive 
and negative way. You've still got Luigi and the 
two Toads, but the fourth character is Nabbit, 
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the annoying thief from New Super Mario Bros. 
U. Nabbit is basically invulnerable and can only 
perish when he falls down a pit. However, he 
can’t take on any power-ups at all. As someone 
who has played the multiplayer New Super 
Mario Bros. games with my nieces, this is a very 
welcome addition. Now | don’t have to carry my 
niece through every stage so we can finish it! 
But if you’re looking for four-player mayhem 
across players of similar skill levels, Nabbit’s 
addition might be a thorn in your side, since 
one player has to always play as a character 
who can’t die or change into the still really 
awesome Squirrel Suit. 

If you loved New Super Mario Bros. U, then 
buying New Super Luigi U is a no-brainer, 
whether you download the DLC pack or wait for 
the boxed retail release in August. It contains 
more than 80 challenging stages filled with 
inventive level design and interesting twists on 
classic side-scrolling Mario gameplay. 

But if you were lukewarm on New Super 
Mario Bros. U or found yourself growing tired of 
it by the time you reached the end, maybe wait 
on New Super Luigi U for a time when you're 
craving 2D Mario. It’s more of the same, but in 
this case, more of the same is fantastic 2D plat- 
forming. 

Luigi’s side-scrolling escapade might not add 
much to the legacy, but it is a fun romp from 
start to finish. - NEAL 
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Four New Games Invade the Mii Plaza 


NINTENDO HAS ADDED four new DLC games to 
StreetPass Mii Plaza, and we've put them all to the 
test. 


Mii FORCE 

Our journey began with Mii Force, which is a side 
-scrolling shooter by the good folks at Good-Feel. In 
the game, you're a team leader at the Mii Force 
agency who protects the deepest reaches of space 
from the forces of evil - and, naturally, some evil 
space pirates appear and it's up to you to save the 
galaxy. What follows are fun shooting stages that 
are focused on rescuing Miis. Miis that you meet by 
StreetPassing appear in each stage and must be 
saved from the pirates – successfully saving one 
then recruits that Mii to become a new member of 
your Force. Gathering more and more Miis around 
you means gaining one more weapon from each 
one - it's loads more firepower at your disposal. 


FLOWER TOWN 

The second game is Flower Town, developed by 
Grezzo (of Ocarina of Time 3D fame). In this one, 
you have to make plants flourish, then collect 20 of 
them to become a master gardener. While that may 
seem shallow at first glance, the game is way more 
fun than we initially anticipated. The first days go 
by slowly, but then you start collecting special 
plants. And building up your own little gardens. 
And you get wonderfully invested in this little 
virtual botanist's paradise. Various shops may even 
recruit you for your green thumb, and, if you 
perform well, you'll earn a Plaza Ticket! 


NINTENDO 


Your gardens and planting skills can be shared 
through StreetPass, and it's just plain fun to see 
how other players have decided to put together 
their own unique spaces. After you beat the initial 
20-plant goal, you'll probably still want to spend 
more time here - and there's some incentive for an 
extended stay, as there are 80 different plants to 
collect in total, and many color options on top of all 
that. Flower Town's a unique, relaxing experience. 


WARRIOR'S WAY 

The third game is, in our view, the weakest. 
Warrior's Way is a strategic battling quest where 
you duke it out against 20 different kingdoms and 
try to conquer them. Your units can be earned by 
StreetPassing Miis and using their plaza population 
as new recruits. This is interesting in theory, but 
the likelihood of StreetPassing someone who'll give 
your ranks more than just a modest boost is thin — 
more often you'll gain only a handful at a time. 
(And even 100 or more makes little difference 
when armies number in the thousands.) 

In battle, simple rock-paper-scissors mechanics 
influence the outcome as much as your battalion's 
Size – you'll need both aspects on your side to win. 
StreetPassing someone else who's also purchased 
Warrior's Way gives you another avenue of recruit- 
ment, as you can battle their army and earn more 
units that way. But it's still hard to swell your ranks, 
and even the option to recruit via Play Coins 
doesn't help much in the end. Overall, that one 
issue makes Warrior's Way rank in as the least fun 
of these four new games. 


GOOD-FEEL (Mii FORCE), GREZZO (FLOWER TOWN), 
SPIKE CHUNSOFT (WARRIOR'S WAY) & PROPE (MONSTER MANOR) 


$4.99 APIECE, OR $14.99 FOR ALL FOUR 


MONSTER MANOR 

The fourth and final new experience to be found 
within your newly updated Mii Plaza is Monster 
Manor, made by Yuji Naka's Prope studio (the 
creators of Ivy the Kiwi? and the quirky Wii rhythm 
game, Let's Tap). Monster Manor is possibly the 
biggest title in the collection, as it invites you to 
explore a spooky, expansive mansion packed with 
30 different floors. 

In this design, the Miis you meet through 
StreetPass will give you blocks to use - each one 
matching the color of that Mii's shirt, and each one 
shaped out of conjoined squares, a bit like a Tetris 
piece. You'll have to rotate, reposition and then lay 
these blocks down to create your new paths and 
hallways through the mansion. 

It becomes a risk-and-reward kind of thing. If 
you have a lot of blocks of the same color, one 
room can be expand to encompass collectible 
rewards for your manor-prowling Mii to pick up - 


some of which will be vital to your survival later on. 


Using many different colors, by contrast, will 
constantly create new corridors and help you to 
find hidden staircases that will take you to a new 
floor. The problem with creating these corridors is 
that you'll also encounter ghosts, and you'll then 
have to take them on in an RPG-like match. 

The game gets even more in-depth by allowing 
you to upgrade weapons in any way you please and 
presenting you with bonus challenges along the 
way. It's a ton of content, and a ton of fun, for 
what's supposedly just a little DLC mini-game. 


Overall? An impressive selection of new games. 
Warrior's Way is the weakest, but, if you buy them 
all as a set, it's like getting that one free. - DAAN 


IN EUROPE, THESE GAMES ARE KNOWN AS STREETPASS SQUAD, STREETPASS GARDEN, STREETPASS BATTLE AND 


STREETPASS MANSION, RESPECTIVELY. IT'S A BIT CONFUSING. WHO KNOWS WHY THEY DO THAT. 
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Playing 


with Fire 


MIGHTY SWITCH FORCE! 2 


WAYFORWARD KNOWS HOW to make tight, 
focused downloadable games work, and their craft 
is on display once again in Mighty Switch Force! 2- 
the first direct sequel the "Mighty" series has seen. 
Players are cast in the role of Officer Patricia 
Wagon for the second time, rejoining her story just 
as she makes a major career move. 

In the first Switch Force!, Patty was a police- 
woman tasked with bringing five intergalatic crimi- 
nals called the Hooligan Sisters to justice. The 
sisters were caught, sent off to the slammer and 
came back to society reformed of their evil ways - 
so what policework is left for Patty to do? She turns 
in her badge and blaster and takes up a hose 
instead, stepping into another side of civil service - 
Patty becomes a firefighter. 

Giving up an energy gun to wield a stream of 
water might sound like a poor trade for any video 
game sequel, but Switch Force! 2 makes it work. 

Patty’s puzzling, platforming levels are still 
riddled with tons of obstacles, which you have to 


PUBLISHER/DEVELOPER: WAYFORWARD 
PRICE: $5.99 


race against the clock to remove. Your new weapon 
makes this a bit trickier than before, as you have to 
constantly take note of its water stream. New 
puzzles designs all center around the liquid’s flow — 
you have to blast muddy blocks to clear Patty's 
path, or send water pumping through twisted 
lengths of pipe. The plane-shifting blocks from the 
previous entry also return – the ones that gave 
Switch Force! its name, as Patty's helmet-mounted 
siren could switch them back and forth between 
the background and foreground. Their continued 
inclusion gives this sequel a sense of consistency, 
as it could have focused in on the hose and just left 
every part of its predecessor behind. 

In the end, the balance between old and new 
elements adds up to a whole that's still very enjoy- 
able. The stages overall are more challenging than 
before, too, and that will allow more experienced 
players to have more fun. Newcomers might 
struggle a bit, but with the checkpoints in place, it 
shouldn't be too big of an issue. 

The major problem with Mighty Switch Force! 2 
is the same as the first. It just isn't very long. It'll 


take you only a couple of hours to see and experi- 
ence everything that Patty's new career has to 
offer. Most of that time will be spent trying to 
improve on high scores, collecting the hidden 
babies (USBs, a.k.a. Ugly Secret Babies) and gradu- 
ally improving your skills. It may be a matter of 
personal taste, but I think online leaderboards 
could have gone a long way toward giving the game 
more longevity. 

As with the first, though, it is fun while it lasts. 

Pulling everything together is the presentation, 
and that's always where WayForward really shines. 
The characters and environments are colorful and 
vibrant, the pixel art and 3D effects pop, and all the 
various layers play their parts expertly. Another big 
thumbs up to the upbeat soundtrack, too, with its 
strong techno vibe riding underneath the action. 

Mighty Switch Force! 2 is a game I can fully rec- 
ommend to fans of the original. It's still short, 
maybe a bit too challenging for newcomers and 
doesn't feel totally fresh even with Patty's job 
switch, but the fun still shines through. Call it 
another win for WayForward. - DAAN 


You Have 
Died SUPER 


GHOULS ‘N GHOSTS 


THE INFAMOUSLY DIFFICULT 
SNES platformer Super Ghouls ’N 
Ghosts is now available on Wii U, 
but are you up to the challenge? 
(Answer: No. You have died. Game Over.) This game is relentlessly hard, and 
even though it’s admittedly a solid platformer with tight controls, fantastic level 
design and an excellent soundtrack, it just can’t be recommended to casual 
gamers due to that brutality. In theory, the Wii U’s Restore Points would allow 
anyone to complete the quest given enough time, but the constant deaths that 
will befall you — guaranteed - would wear on the patience of all but the most 
hardcore platform aficionado. It’s not for everyone, but if you’re 

prepared for pain, there’s a lot of it here to enjoy. - ROBERT 


Wi UVC ORIGINAL RELEASE: SNES, 1991 
=: PUBLISHER/DEVELOPER: CAPCOM PRICE: $799 


It's Easier 


to Be Arthur tit АНЕ uen 2 
GHOSTS ‘N GOBLINS 


THE USE OF Restore Points to 
save your progress in Wii U and 
3DS Virtual Console games is an 
on-going topic of discussion here 
in the pages of NF, and here 
again, I’m going to bring them up - because they make this version of Ghosts ’N 
Goblins worth buying. If this were the same old GNG from the NES days, I'd tell 
you to pass - playing that edition to completion can be mind-numbingly frus- 
trating. Here, though, skillful use of save states can save you the hassle of 
replaying long sections over and over again when you accidentally grab the 
wrong weapon (a vital aspect of the game, especially in the final levels), and it 
just becomes more palatable to trial-and-error your way through 

tough battles, too. It's a little easier to be Arthur here. - LUCAS 


Wii UVC ORIGINAL RELEASE: NES, 1986 
PUBLISHER/DEVELOPER: CAPCOM PRICE: $4.99 


24 ISSUE #4: DREAMS FOR THE FUTURE 


Maxed Out 


MUTANT MUDDS DELUXE 


RENEGADE KID MAY not be the biggest name in the 
game industry, but they’ve built up a loyal following over 
the years. They first became known as a company that 
squeezed every drop of power out of the DS, but recently 
they’ve been more recognized as the brains behind the 
305 eShop hit, Mutant Mudds. This traditional platform- 
ing title really hit home with 3DS fans and gave Renegade 
Kid their biggest success to date - we even named it our 
2012 eShop Game of the Year. Now, using that success as 
a springboard, the team decided to take everything that 
made Mutant Mudds a winner and expand on it for Wii U 
- Max is back once again, and he's brought a lot of new 
tricks this time around. 

Many of you may be wondering whether you need to 
check out Mutant Mudds Deluxe if you've already pur- 
chased Mutant Mudds on the 3DS eShop, and it's defi- 
nitely true that most of the content in this title can be 
found in the original debut outing. (Actually, absolutely 
every level you found in the 3DS version has survived the 
translation over to Wii U.) Obviously, you're going to be 
playing without 3D visuals this time, which were a real 
treat in the 3DS version. With a main gameplay mechanic 
involving the shifting of Max from foreground to back- 
ground, you might long for those eye-popping moments. 
Thankfully, there are other big reasons that make Mutant 
Mudds Deluxe worth the double-dip. 

The big change this time around is the inclusion of 20 
brand-new levels that you can't get on the 3DS. Instead 
of just giving us more of the same, Renegade Kid decided 
to give these new levels a unique twist. Now you'll be 
controlling Max within a ghost world, complete with 
ghoulish versions of enemies that were found in the 
"living world" version of the game. Making things even 
more interesting is the fact that these baddies are 
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immune to Max’s regular water cannon - you'll have to 
hop, dodge and sneak your way past enemies until you 
find the new Ghost Shot power-up. Even when you find it, 
though, you'll have a limited number of shots, and ghosts 
that you blast will respawn quickly. You have to go fast! 
Mutant Mudds came to be known as a top-notch 
platformer with traditional sensibilities and 
tough-as-nails gameplay. If you found the chal 
lenges in Mutant Mudds tough, you're going to 
be ripping your hair out with the content in 
these new ghost levels. They certainly aren't for 
the faint of heart, as you'll need to be on top of 
your twitch skills and platforming prowess if you want 
to come out alive on the other end. 

Many gamers found the challenge of Mutant Mudds to 
be one of the most rewarding and entertaining elements 
in the game. Mutant Mudds Deluxe is out to show you 
that you still have a lot to prove when it comes to skill, 
but you'll feel oh so proud when you manage to complete 
that last ghost level. Tackling these challenges will most 
likely be one of your crowning achievements as a gamer! 

If you haven't purchased Mutant Mudds оп 305, this 
Wii U outing is the definitive, must-have version. There's 
no going wrong with this content-packed game! Just be 
prepared for some extremely tough (but fair) challenges. 

If you already own the 3DS release, the allure of this 
Wii U update might not be as strong. So it's up to you to 
decide whether 20 brand-new levels, new music and 
Off-TV Play on the GamePad warrant the $10 asking 
price. 

But no matter whether you opt for this new Wii U 
option, stick with the 3DS original or even check out one 
of its non-Nintendo editions, old-school platforming fans 
should absolutely experience Mutant Mudds in some 
form. 

For me, Deluxe is the definitive 
Mutant Mudds experience - getting 
it is a no-brainer. - KEVIN С. 


PUBLISHER/DEVELOPER: 


mU RENEGADE KID PRICE: $9.99 
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а һе some mythic, legendary thing. 
J ust Plain Puzzles And it just isn’t. It’s just plain puzzles. 


11111 
1212111 
There’s very little personality in Picross е, 3111115173 
MEA š à i 31711718103 
which is a disappointment since so much heart a 
I EXPECTED TO be impressed by Picross e. | has been packed into some of their previous 12 
wasn't. Picrosses - like Mario’s Picross (available 132 
This game took nearly two years to get to through 3DS VC, and a better buy than this). Б 1 z 
North America, after having debuted in Japan as There is one feature I’ve enjoyed here, iet 
one of the very first 3DS eShop releases back in though, and it's novel for Picross fans - visual a 
July of 2011. I'd made note of its existence then, clues that give you constant advice for what 1 1 
looking forward to playing it as а follow-up to moves to make next. They’re optional. You can ID m| 
my Picross 3D addiction on DS. After two years turn them off. But | keep them on, because 


of waiting, I'd built this game up in my mind to they're the one addition here I like. - LUCAS 


JUPITER $599 


Lurkers in Your Wi-Fi 


THE BASIC MECHANICS of the first Denpa 
indi i Landen 
Men game focused on finding peculiar Denpa 


Men through Wi-Fi signals, then taking teams of 
ay the Force Be 


four and later eight out to combat different 


STAR WARS with U challenges in a variety of dungeons. It was sim- 


plistic, and, at least for me, got old before the 

PIN BALL quest finished. The sequel, The Denpa Men 2: 
NINTENDO FANS HAD to Beyond the Waves, is a gigantic improvement. If 
the first game was like early Dragon Quests - 
which is especially appropriate considering the 
game comes from a team made up of former 
Dragon Quest developers at Genius Sonority — 
then Denpa Men 2 is more like Dragon Quest IX. 

With easy, fast travel and even a boat, the 
new expansive overworld is fun to explore, 
though it can be unnecessarily brutal - as, 
unlike in dungeons, your Denpa Men die 
instantly after a battle without giving you the 
chance to revive them. If you imported charac- 
ters from the first game or brought in new guys 
from QR codes, both awesome features, then 
you have to retrain them from Level 1 if they die 
in battle on the overworld, which is frustrating. 

Like the original, Beyond the Waves still 
suffers from overstaying its welcome. It’s a fun 
game, but the way that the game layers diffi- 
culty is just by making the element pairings 
more and more arcane. Basically, if you can’t 
build up a wide variety of heroes, then you 
could be in for a long road to go beyond the 
waves. It’s still a huge improvement over the 
original, and while a few flaws are present, if 
you’re a fan of Dragon Quest games and old- 
school RPGs, then by all means, check out this 
light-hearted and fun 305 eShop RPG. - NEAL 


wait a little while longer, but 

Zen Studio’s superb set of Star Wars- 
themed virtual pinball tables is now 
finally available on Wii U. They’ve been 
released together as a trio in a separate 
download from Zen Pinball 2, which is a 
bit odd since the whole idea of ZP2 was 
that it would be a container that future 
tables like these would be added to as 
DLC purchases. That's the only raised 
eyebrow | have here, though, as the 
tables themselves are all excellent. 

The Empire Strikes Back is my 
personal favorite (and also my favorite 
of the films, though that’s not an 
uncommon opinion). It manages to 
encapsulate the entirety of Episode V, 
and addictively so - | could face off 
against Darth Vader 100 more times 
before getting tired of the process. 

The second table, Boba Fett, puts a 
more personal focus on everyone's 
favorite bounty hunter, while the third, 
The Clone Wars, ably adapts the sadly 
now-defunct Cartoon Network series. 
Zen promises more to come, too, so get 
in on the ground floor now. - LUCAS 
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Moldy Puffs 
Zondor appeared! 


mm PUBLISHER/DEVELOPER: NINTENDO 


ZENSTUDIOS PRICE: $999 GENIUSSONORITY $11.99 
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Last of the NES Era 


MEGA MAN 6 was without a doubt a victim of poor timing. On top of being the 
sixth entry in an extremely formulaic series, it arrived on American shores two 
months after the far more awe-inspiring Mega Man X on the SNES. The Blue 
Bomber's final NES outing was therefore judged a lot more harshly than was 
warranted. Given a fair shake, it could be considered be the strongest, most 
polished entry yet, with an exceptionally rich soundtrack and among the most 
detailed graphics in the NES library. 

In line with the Dr. Wily fake-out pattern of the previous two installments, 
the main villain at first appears to be the billionaire philanthropist Mr. X, who 
holds a tournament to determine the strongest robots on the planet - then 
reprograms the eight finalists in a quest for global domination. This gives the 
game an international flavor, as each Robot Master hails from a different region 
- such as the turban-wearing Flame Man from the Middle East, the honorable 
samurai Yamato Man from Japan and the headdress-sporting Tomahawk Man 
from North America. Their exaggerated designs are not unlike the boxers from 
Punch-Out!! or the mecha from the anime G Gundam in that regard. 

Stages are given an extra dimension with the introduction of branching 
paths, some of which lead to a "true" boss in possession of one of four letters 
needed to summon Mega Man's attack bird, Beat. Robo-dog Rush has also 
undergone a major change - rather than transform into a spring coil or jet sled, 
he's instead worn as one of two suits of armor. The Power suit grants Mega Man 
the strength to punch through giant blocks or even through enemy shields, 
while the Jet suit allows him to launch up into the air like the Rocketeer. And 
because neither suit consumes weapon energy, they can be worn indefinitely, 
allowing for radical new styles of play. 

Mega Man 6 takes the best elements of the five games before it and adds 
just a dash of fresh ingenuity. It's not evolutionary, but a great sequel doesn't 
necessarily have to be. - TONY 


NES, 1994 
CAPCOM $499 


First of the SNES Age 


MEGA MAN X 


WITH SOME GAMES, developers establish a foundation upon which they can 
build in the future for sequels. For others, they manage to catch lighting in a 
bottle on their first try - and make a game so good that there's nowhere else to 
go but down. 

Upon its release, Mega Man X was something special, and many would say 
that it remains so to this day. Following the release of the Super NES, fans had 
to wait four years - through about three new NES games - before the Blue 
Bomber would join such legends as Mario, Link and Simon Belmont on 
Nintendo's 16-bit platform, and few would argue that it wasn't every bit worth 
the wait. The gameplay was faster than the NES classics, the graphics were 
smooth and polished, the controls were sublime and the soundtrack was in a 
class of its own. 

Adding to the Mega Man staple of acquiring new weapons with the defeat of 
each of eight bosses, 17 new upgrades were presented which could improve 
new hero X's armor and abilities, the length of his life meter and how many 
back-up tanks he could carry to restore it. As a result, players could choose to 
go for 100 percent completion or opt to make things more challenging and test 
their abilities by leaving most of those upgrades behind. 

Another new factor was that defeating certain bosses would result in 
changes to other stages - defeat Storm Eagle atop his airship, for example, and 
you'd find its remains crashed into Spark Mandrill's stage, causing disruptions 
in its power flow. 

Mega Man X would also introduce a greater sense of narrative versus what 
had been seen on the NES, one which has had fans hooked for years. It wasn't 
as prominent a story as what we often see today, but it managed to be both 
simple and engaging - characters like Zero, Vile and Sigma stood apart from 
the standard eight-boss rotation. 

What is clear is that Capcom's developers of the day apparently put their all 
into this game, polishing it to a sparkling shine that still holds up today. In fact, 
they did such a good job that some would argue the company was never able to 
match it – not only over the course of seven sequels, but through two modern 
remakes as well. Some will always argue for Mega Man X4, X8 or - heaven help 
us - X7 being a better game, but what took the original Mega Man at least two 
games to get right, Mega Man X managed in one. - DAVID 


Wi UVC ORIGINAL RELEASE: SNES, 1994 
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Lend a Helping Hand 


KIRBY SUPER STAR 


KIRBY SUPER STAR is unconventional. 

Instead of а single, longer game, this is a 

compilation that includes a number of shorter 

games and mini-games, making it a bit of a mish-mash. It's 
almost as if the developers at HAL couldn't decide on what to 
make for their next Kirby game, so they went ahead with 
every different idea they had and threw them all together. 

Building on the characteristic power-copying mechanic 
from Kirby's Adventure, Kirby Super Star magnified its repre- 
sentation with colorful hats – which really set the standard 
not only for future Kirby games, but influenced creator 
Masahiro Sakurai's other keynote franchise, Super Smash 
Bros., as well. Super Star also introduced cooperative multi- 
player - a second player or A.I. can play as friendly versions 
of the various enemies inhabiting Dream Land. 

Kirby Super Star opens with "Spring Breeze," a short game 
that's essentially a remake of the first Kirby's Dream Land. 
"Dyna Blade" follows, which pits Kirby against a giant bird. In 
"The Great Cave Offense," the game changes into a treasure 
hunt, which may remind today's gamers of The Subspace 
Emissary from Super Smash Bros. Brawl. "Gourmet Race" is a 
set of three races against King Dedede, Meta Knight's charac- 
ter is fleshed out in "Revenge of the Meta Knight" (which 
features a rocking soundtrack), and Kirby travels through 
space in "Milky Way Wishes." That last one is the longest of 
the adventures by far. It replaces his usual Copy abilities, and 
even switches genres to turn into a shoot-'em-up at one point. 

Kirby Super Star's primary deficiency is the same as for the 
rest of the series - a complete lack of difficulty. And a lot of 
cool new powers are introduced, but there aren't a lot of 
opportunities to use them in interesting ways. Despite that, 
the amount of content and variety - as well 
as the pristine level of polish - cement 
this collection as one of the SNES's 

shining experiences. - AARON 


5 ORIGINAL RELEASE: SNES, 1996 
PUBLISHER: NINTENDO 


DEVELOPER: HALLABORATORY 
PRICE: $7.99 


28 ISSUE #4: DREAMS FOR THE FUTURE 


A Watercolor World 
KIRBYS DREAM LAND 3 


OVER A YEAR after the Nintendo 64 
arrived and most fans had moved on, 
Kirby decided to have one last adventure 
on the older SNES - Kirby's Dream Land 3, 
which is understandably often overlooked 


by many because of that late release date. 


It's worth another look today, though, as 
this sequel expanded upon nearly every 
element from the "Dream Land" portion 
of Kirby's early years (with the biggest 
addition being color), and also has six 
animals to befriend (some returning from 
Dream Land 2, some introduced for the 
first time here). 

Gooey, a long-tongued, goofy-looking 
lump, is also added for single or two- 
player action – he mimics all of Kirby's 
basic powers, but not his Copy abilities. 
Kirby's animal friends enhance his powers 
creatively, and each level holds its own 
special character that Kirby has to help in 
some way in order to earn 10096 comple- 
tion and unlockables. (These cameo char- 
acters include R.O.B. and some Metroids.) 

Throughout the game, a hand-drawn 
style and relaxed music complement the 
design's mellow difficulty level and help 
make the game an overall easier experi- 
ence than some other Kirby sequels – but, 
even though it's mostly a walk in the park, 
it's one walk definitely worth taking. With 
the new Restore Points of the Wii U's 
Virtual Console, too, things are even more 
accessible — you can now save your 
progress in animal or ability rooms and 
switch out if you choose poorly for the 
next area. (And you could even beat those 
pesky extra modes, like the back-to-back 
boss battle or mini-game 
mode, with this new 
feature/cheat.) Don't miss 
this dream! - BRETT 


5 ORIGINAL RELEASE: SNES, 1997 
PUBLISHER: NINTENDO 


DEVELOPER: HALLABORATORY PRICE: $7.99 


Grab Your Putters 
KIRBY’S DREAM COURSE 


AS FAR AS Kirby games go, Kirby's 
Dream Course is pretty strange. Like many 
of the puffball's other spin-offs from the 
same era, Dream Course takes advantage 
of Kirby's round shape by plopping the 
adorable hero into the role of a ball (in 
this particular case, a golf ball), using the 
series' hallmarks to offer a clever spin on 
a traditional game concept. 

The game itself is divided up into eight 
courses, each of which contains eight indi- 
vidual holes to clear. Your objective is to 
putt Kirby through these stages, mowing 
over foes, copying their powers and 
reaching the goal before your health 
meter (which depletes every time you fail 
to hit an enemy) runs out. 

As simple as this premise may sound, 
there's a surprising layer of complexity to 
the gameplay; not only do you have to 
consider the trajectory of each shot you 
take, you'll also have to curve your shots 
to avoid obstacles and ledges, add topspin 
and backspin to them, and use the various 
powers you acquire to successfully 
navigate to the goal. 

These nuances make Dream Course 
one of Kirby's least intuitive outings, but 
the level of depth they afford makes it a 
rewarding experience nonetheless. Later 
stages can get quite devious in their 
layouts, and you'll need to string Kirby's 
skills together in fairly intricate ways to 
clear them with the fewest strokes 
possible. It's a challenging game, and its 
complex mechanics might stand at odds 
with the accessibility the Kirby series is 
traditionally known for, but if you enjoy 
mind-bending puzzles, then 
Kirby's Dream Course is 
certainly worth a shot. 

- KEVIN K. 
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Mario's Dream Land 


SUPER MARIO BROS. 2 


MANY PEOPLE ALREADY know the "story" 
of Super Mario Bros. 2, insomuch as that it 
wasn’t "really" a Mario game - at least, not at 
first. Nintendo’s developers were working on 
a new side-scrolling action game when the 
opportunity came to license the mascots 
from Fuji Television’s Yume Kojo "87 event, 
resulting in Yume Kojo: Doki Doki Panic. But 
when Nintendo of America balked at unleash- 
ing the ruthlessness of the original sequel to 
Super Mario Bros. in the West and putting the 
franchise’s good will at risk, the decision was 
made to refit and upgrade Doki Doki Panic 
into what Western gamers would know as 
Super Mario Bros. 2 (which, incidentally, was 
then released to Japan again in its new form 
as Super Mario USA). 

While widely accepted upon its 1988 
release as the follow-up to Super Mario Bros., 
some gamers have taken to shunning the title 
for its lack of Mario-styled gameplay. It’s 
ironic, then, that many of those same gamers 
seem to be getting fed up with the overall 
lack of change from one entry in the New 
Super Mario Bros. series to the next. Asa 
result, this puts Super Mario Bros. 2 in the 
position of being something fresh yet 
familiar, something which manages to shake 
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up the status quo of Mario while still being 
rather Mario-ish in its own way. In this 
regard, it's almost like a precursor to Super 
Mario Sunshine, which had a very different 
gameplay focus from other 3D Mario titles. 

The graphics possess a cartoon-like 
quality which gives everything a bit more 
character than it had in the original Super 
Mario Bros., while Koji Kondo's soundtrack is 
an upbeat mix of new tunes alongside such 
SMB staples as the classic Mario theme and 
the Super Star's theme. 

Then there is the game's "Plucking Power." 
It changes the series' regular dynamic from 
stomping foes into landing on their heads, 
reaching down and lifting them up into the 
air - or plucking tufts of grass up out of the 
ground to reveal projectile-ready vegetables. 
The game has some clever tricks utilizing this 
signature gameplay mechanic, and it's held 
up extremely well over time — particularly if 
you can get past the notion that everything 
needs to die simply from being stepped on. 

Best of all, Super Mario Bros. 2 holds quite 
a bit of historical significance for the fran- 
chise, as numerous enemies from this title 
would reappear in several other Mario games 
(like Shy Guys, Bob-ombs and Birdo). What's 
more, this game is also where such moves as 
Luigi's flutter-jump and Peach's floating 
ability (as well as much of her Smash Bros. 
move set) were established. As a result, 
Super Mario Bros. 2 is a grand way to get in a 
little practice with how each character 
handles for the upcoming Super Mario 3D 
World. - DAVID 
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Not content to just be the “weird” Mario game, Super Mario Bros. 2 
was also exceptionally buggy for a Nintendo game. Now that it's on Wii U апа 305, we can try some old tricks. This time, we'll 
focus on exploiting the shadowy mirror world, Subspace. (Luigi's not the only one who can make cool stuff happen in his dreams.) 


ITEM ILLUSIONS 
MADE REAL 


Throw a potion on top of an item that you can pick up, such as 
a tuft of grass or a POW Block. Enter Subspace, then press Up 
again to exit through the door. Before the world reappears, 
rapidly press the B button. With the right timing, the item you 
pulled up will be stuck to your head. Then to convert your new 
fashion statement into a real item, enter a door, climb to a new 
area or lose a life. The item will appear in your hands on the 
new screen! This trick can be used to perform a number of 
other tricks. 

If the item you pick up is a bomb or Bob-omb, it will explode 
in your face. Pick up an enemy before the explosion, and the 
enemy will convert into an illusion enemy that you can take to 
another area to generate a real one. 

In World 6-1, get the potion from the jar and perform the 
trick on the grass that contains another potion. Now take the 
new potion into the cavern and throw it to create a door. Enter 
Subspace and then drop down into the fourth or fifth jar. You'll 
warp... backwards, ending up back at the start of World 6-1. 


TIMELESS TUNE 


Pining for the classic Super Mario Bros. theme? 
You can even take the music out of Subspace 
into the regular level. You'll need to prepare а 
door, grab a Starman and enter Subspace. Wait 
for the time to expire and when you return from 
Subspace, Koji Kondo's classic theme will play on 
the overworld until you leave. 


Wwe 
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BREAK THE BANK 


Normally, you can only collect coins in 
Subspace twice per level. However, if you die 
while in Subspace, you can continue to 
collect coins on subsequent visits! Your coin 
counter will turn into letters, but with a little 
luck, you can turn your epic coin haul into 
hundreds of lives. You can even pair this 
with the trick above to 

bring enemies into 

Subspace - where they 

can kill you after 

you've collected 

your coins. 


ToAD's LOADS 


While the original instruction manual for Super 
Mario Bros. 2 stated that Toad is not slowed 
down when carrying an item, the 
truth is that the buff fungus actually 
runs even faster when he's holding 
something! If you let off of the B 
button and want to get him back up 
to speed without causing him to toss 
whatever accelerator he's holding 
aloft at the moment, just pause the 
game, press and hold B, and then 
unpause. He'll start sprinting all 
over again, even from a full stop. 


UPER SMASH BROS. 
FOR Wii U & 3DS 


When a new Smash Bros. sequel is on the way, 
it’s always a great time to be a Nintendo fan. 


3$ 
MARIO 


Our first confirmed returning veteran 
is, of course, Mario — he's the fighter 
that sets the standard for all others 
to follow. Nothing we've seen from 
him seems altered from the last 
Smash so far — he'll still be flinging 
fireballs, swinging his cape and 
dousing foes with F.L.U.D.D. 


The Legend of Zelda's Link appears 
to be his same old Smashing self as 
well. Though Skyward Sword's 
Skyloft is featured as a new battle 
arena, the Hero of Hyrule seems to 
still be wielding his equipment from 
Twilight Princess. (Having a Loftwing 
to ride would be cheating, | guess.) 


AND SO IT begins again. Another 
Super Smash Bros. sequel is upon us, 
and, in the wake of its full reveal at this 
year's E3, nearly every Nintendo fan on 
the planet is hopping on the hype train 
- getting themselves psyched up for 
what next detail will be unveiled, what 
next character will be confirmed. 

It’s exhilarating! Every new day 
offers the promise of some new 
surprise, as series director Masahiro 
Sakurai is so uniquely vocal about 
sharing details of development with the 
public. You never know when you'll 
wake up, click on your Internet browser 
of choice and come to find out that, 
while you were sleeping, another of 
your favorite Nintendo characters was 
added to the playable roster. 

When a new Smash Bros. is on the 
way, it’s a very good time to bea 
Nintendo gamer. 


MEGA MAN 

And it’s an especially good time to be a 
Mega Man fan, as the biggest reveal 
within the overall unveiling of the new 
Smash was the news that Capcom’s 
classic character would be crossing 
over to join the battles this time 
around. Mega Man’s appearance is such 
a big deal that we decided to cover it as 
its own news piece (back on page 8) in 
addition to talking about him here - his 


in recent years that having the charac- 
ter appear so boldly in Smash is like 
seeing him brought back to life entirely. 

But let’s shift the discussion now to 
how he'll play — because, after any 
character's confirmation, that's the 
next natural discussion. What are his 
attacks? What kind of recovery moves 
will he use? 

Well, Mega Man's no stranger to the 
fighting genre - but, even so, his 
arsenal in Smash Bros. is shaping up to 
be wholly unlike any previous moveset 
he's carried in games like Marvel vs. 
Capcom. He's got his standard "pew- 
pew-pew" arm cannon to lay down a 
near-constant stream of those classic 
egg-shaped shots, keeping foes at bay. 
He can charge up his Mega Buster and 
unleash more powerful bursts as well, 
somewhat similarly to Samus. Rush the 
robo-dog even jumps into the action to 
give him big Rush Coil-boosted springy 
jumps, which reminds me of Sonic the 
Hedgehog's spring-summoning Up * B 
recovery move from Brawl. 

The real nostalgia kicks into gear 
with the rest of the Blue Bomber's set 
of moves, though, which are all based 
on the special weapons he's copied 
from 25 years' worth of defeated Robot 
Masters. The iconic Metal Blade from 
Mega Man 2 gives him a whirring 
buzzsaw to unleash in eight directions. 
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The Crash Bomb punctures opponents’ 
bodies with its sharp spike, then 
explodes for added insult. The Hard 
Knuckle meteor smashes foes straight 
down to oblivion, the Leaf Shield offers 
protection, and the Super Arm lets our 
hero pick up and toss his enemies aside 
with ease. (And that’s not getting close 
to naming all of the different nods to 
Mega Man games past.) 

Add in a stage that features Dr. Wily's 
Skull Castle looming in the background 
(along with an appearance from the 
Yellow Devil as, probably, a stage 
hazard) and you've got all the right nos- 
talgic boxes checked for a Smash Bros, 
debut by NES players' favorite robot 
hero. I'll be playing as Mega Man first. 


^ 
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SAMUS 


The Metroid-killing bounty hunter 
has had her suit altered to mirror the 
style of Metroid: Other M, and, like 
that game, it seems she may be 
getting a bit more athletic in close 
combat. No word yet on whether or 
not she'll still be able to ditch her 
armor to don the Zero Suit instead. 


Wii FIT TRAINER 
On the opposite extreme lies the Wii Fit 
Trainer. While Mega Man was the £1 
most requested character to be added 
to the Smash series, approximately zero 
fans had requested this pale-skinned 
yoga instructor to join the cast. Her 
addition shows that Sakurai's still having 
fun, despite the huge stress and sense 
of expectation that come along with 
each new Smash Bros. game - and it's 
been even more fun to witness the 
wildly diverse reactions that fans have 
had to her reveal. Some are amused. 
Some are angry. A few are indifferent. 
I'm siding with the amused, as one of 
the things I think is most satisfying 
about Smash Bros. is its total insanity — 


PIKACHU 


"Pika! Pika! Pika" Thunder will rain 
down from the heavens with relent- 
less frequency once more, as players 
still have the option to say "I choose 
you!" and unleash this wild Electric- 
type onto the battlefield. What other 

Pokémon will accompany him into 

the roster this time? 


throwing all these 
different characters and worlds 
together is just funny, and it takes 
something really "out there" to feel 
like it's out of place these days. 

The Trainer’s ridiculousness doesn't 
end with just the fact that she was a 
surprising pick to become a fighter - 
her entire moveset celebrates the 
absurd. She strikes yoga poses, kicks a 
soccer ball around, acrobatically flips 
through the air and dodges incoming 
attacks as if she's simply flowing along 
with the rhythms of a Tae Bo dance 
video. The Wii Fit Trainer already seems 
destined to vie for the title of quirkiest 
character in Smash series' history, 
giving R.O.B. and Mr. Game & Watch a 
run for their money. 


VILLAGER 
But wait! Another new contender for the 
oddball crown has appeared as well, as 
the Animal Crossing Villager has arrived 
to join the brawl too. Dropping bowling 
balls on his foes' heads, picking weeds 
mid-battle, chopping down trees and 
digging holes in the ground to bury his 
enemies? He even dresses up like the 
Balloon Fighter. He's pure wackiness. 
... Or pure evil. Fans' reactions to 
Mega Man were fun to see play out after 
E3, and the debate over the Wii Fit 


The Lylat system's ace Arwing pilot is 
hopping out of the cockpit for the 
fourth time, and he promises to still 
serve as one of the fastest fighters 
on the roster. The question hovering 
over him is whether or not his two 
"clones" – Falco and Wolf - will also 
return in this new sequel. 


N 


OLIMAR 


The Pikmin-plucking Captain returns 
with a slightly updated look — he’s 
got a new whistle built into his 
helmet, reflecting his suit upgrade in 
Pikmin 3. Oddly, though, we haven't 
seen him wielding any Winged or 
Rock Pikmin yet - will they make the 
cut for his second Smash arsenal? 
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BOWSER 


Out of all of the returning veterans 
confirmed so far, Bowser has been 
tweaked the most - the developers 
have changed his entire posture in 
battle. While he was hunched over 
and seemingly weighed down by his 
shell in Melee and Brawl, he nows 
stands taller and more upright. 


Trainer was interesting too – but the 
Villager became the true star of the new 
Smash as his cheery, smiling demeanor 
got hilariously twisted by Internet fans 
into something malicious and murder- 
ous. Now, instead of a happy-go-lucky 
guy living in a town full of friendly 
animals, the Villager is being character- 
ized as a brutal, axe-wielding psycho- 
path. 
Not officially, of course. Nintendo's 
not going to adopt this meme and 
run with it. It's just an example of 
the power of Smash Bros. fandom 
already at work, though - even with 
this next game likely still over a 
year away from release, the 
fans are already taking own- 
ership of it and having fun. 


Wii U VS. 3DS 

Beyond the playable character 
roster — always the most important part 
of a new Smash title — the other major 
point of interest for the fourth Smash 
game is that it will arrive in both home 
console and portable forms. We've used 
Wii Ú screenshots to illustrate this 
article, except for the one up in the top- 
right corner of this page - there, you 
can see an example of the thick-outlined 
style the 3DS edition will use. 


Kid Icarus himself has also been 
remixed quite a bit, thanks in large 
part to last year’s Kid Icarus: 
Uprising for the 3DS. Pit now wields 
new weapons first seen in that 
adventure, from the Mirror Shield- 
replacing Guardian Orbitars to the 
quick-spinning Upperdash Arm. 


The 3DS version will also offer a 
unique set of stages that will draw inspi- 
ration from Nintendo’s portable titles — 
we've seen battle arenas based on Fire 
Emblem: Awakening, Nintendogs and 
The Legend of Zelda: Spirit Tracks 
already. The character cast, meanwhile, 
is promised to be identical in both 
versions. 

Though that last point has been a 
cause for some concern, as Sakurai has 
already been open in revealing that 
some characters are a technical chal- 
lenge to get working right on the 
portable — especially "multi-characters" 
like the Ice Climbers. Will the Wii U 
version ultimately suffer because of the 


DONKEY KONG 


Now that the Donkey Kong Country 
series is back in business, the king of 
the jungle should enjoy a bit of a 
higher profile in this installment than 
he did back in Brawl. He must have 
anticipated that the spotlight would 
be brighter this time around, too, 
because he went to get his fur done. 


3DS system’s relative lack of power? | 
hope not, but that is an early worry that 
we fans have never had to deal with in 
past Smash development cycles. 

Though it’s not causing me to lose 
sleep at night. No, | rest well these days, 
dreaming of what will come next - 
knowing that each morning holds the 
promise of some new piece of news 
about this all-new Smash that may just 
be waiting for me. There's just some- 
thing special about Smash. Speculating 
about characters, guessing what will 
make the cut and what won't - it's the 
most fun a fan of Nintendo games can 
have, I think, other than actually playing 
Nintendo games. - LUCAS 


KIRBY 


Last but not least is Kirby, the one 
fighter who becomes more versatile 
every time a new opponent is 
announced for him. What will he look 
like after swallowing the Villager or 
Wii Fit Trainer? And how cute will it 
be when he puts on Mega Man's 
iconic helmet? Pew-pew! 


WITHOUT A DOUBT, one of the biggest 
Nintendo games on display at this year’s E3 was 
Super Mario 3D World, the Wii U follow-up to the 
critically acclaimed Super Mario 3D Land for 305. 
Like the handheld title, 3D World positions itself 
as a sort of "entry level" Mario game, marrying 
the side-scrolling stages of the series’ 2D install- 
ments with the more open environments of 
Mario’s three-dimensional outings to create a 
more accessible take on 3D Mario gameplay. 
While this may sound a bit too similar to the 3DS 
title for some fans’ liking, 3D World also intro- 
duces plenty of its own ideas to set itself apart 
from its predecessor. 

Despite being billed as the next true Mario 
title, the plumber won't be going it alone in Super 
Mario 3D World; for the first time in a 3D Mario 
game, he'll be joined by his compatriots from 
Super Mario Bros. 2. Each character retains his or 
her signature abilities from the NES classic: Luigi 
has poor traction but can leap higher than his 
teammates, Toad can speed through levels, and 
Princess Peach can use her billowy dress to hover 
through the air for a short period of time. 

What’s more, it’s not just that players can 
choose to be any of the four different heroes - all 
four can be selected at once. Four-person multi- 
player is also being introduced into a 3D Mario 
title for the very first time. That adds a whole 
new dimension to 3D Mario gameplay, turning 
what was once a Solitary test of skill into a frantic 
struggle for survival. 

Like the New Super Mario Bros. titles, players 
can choose to either cooperate with one another 
to clear the game’s challenges, or go into 
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UPER MARIO 
3D WORLD 


business for themselves, sabotaging others by 
stealing their power-ups and chucking them into 
pits. It’s a chaotic experience, particularly when 
one player insists on running straight through a 
level, forcing the camera to scroll forward – but 
like the New Super Mario games, that only adds 
to 3D World's charm. Much of the fun of Super 
Mario 3D World comes from competing with your 
friends to earn the highest score (which is tallied 
at the end of each stage), and less experienced 
players can hop into a bubble - New Super-style 
- whenever a stage gets too difficult, allowing 
gamers of all skill levels to enjoy the adventure. 

Multiplayer isn't the only new addition in 
Super Mario 3D World; the game also takes 
advantage of the GamePad's unique features in a 
number of clever ways. Solo players can tilt the 
controller around like a viewfinder to rotate the 
camera, giving them a more thorough look at the 
environments (which will come in handy when 
you're trying to find the Green Stars hidden 
throughout each level). Players can also use the 
GamePad's touch screen to hold enemies in place 
and uncover secret blocks, similar to the Co-Star 
Mode in the Super Mario Galaxy games. 

While it may not differ all that radically from 
its 3DS predecessor, Super Mario 3D World is a 
subtle refinement of all of EAD Tokyo's past 
experiments with the Mario series, taking the 
best elements of each and combining them into a 
frenetic multiplayer experience. We'll have to 
wait until December to pass final judgment on it, 
but based on the hands-on time we've already 
had, 3D World looks like it'll be another fun romp 
through the Mushroom Kingdom. - KEVIN K. 
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І CAN SEE CLEARLY NOW 


Have you ever wondered what it's like to use one of the Mario's trade- 
mark warp pipes? Well, Super Mario 3D World will finally answer that 
question with the introduction of transparent pipes, giving fans a clearer 
look (pardon the pun) at what happens when Mario and his friends hop 
into these strange portals. These new tubes offer more than just a neat 
visual effect, though – they'll have a direct impact on 3D World's 
gameplay. Stages are littered with the clear pipes, many of which branch 
off in multiple directions, allowing you to change your course with a tap 
of the Control Stick. Some also contain special collectibles like Green 
Stars, and you'll have to time your path changes carefully to snag them. 
Enemies will even roam the interiors of some pipe sections — but, thanks 
to being able to see what lies ahead, players can lob fireballs inside to 
clear the way. Clear pipes - another nice little twist on a Mario staple. 


FEELING LIKE A FELINE 


It wouldn't be a Mario game without a few imaginative new power-ups, 
and Super Mario 3D World delivers in the form of the adorable Cat Suit. 
Like the Frog and Tanooki suits before it, Mario and friends gain some 
animal-inspired abilities when they don the fuzzy new costume, like the 
power to pounce on enemies and scamper up walls for a brief period of 
time. The suit also has some even more practical uses, which may make 
it one of Mario's more versatile power-ups ever - it gives players an 
extra burst of speed, allowing you to sprint through a stage on all fours, 
and it even allows you to claw your way up to the top of a flagpole, 
giving anyone who has made it to the end of a level with the suit still 
intact a guaranteed 1-Up. But the best thing about the Cat Suit? The way 
Mario yells "meow meow" when he puts it on! If that isn't reason enough 
to fall in love with this new power-up, we don't know what is. 


RETURN OF THE SUBCON? 


Despite its similarities to Super Mario 3D Land, Super Mario 3D World draws inspiration from a number 
of other classic Mario games, most notably Super Mario Bros. 2. Not only does it share the same cast as 
the NES title (complete with the same abilities), the game features a number of subtle winks and call- 
backs to the 8-bit adventure, from the coloration of Toad's spots to the little pixie character in the picture 
to the right, which resembles the fairy inhabitants of Subcon, the dream world that Mario and friends 
explored in SMB2. But as exciting as it is to see so many throwbacks to classic Mario games, more inter- 
esting are the implications that these elements may have on 3D World's story. With Princess Peach not 
being kidnapped, just what will set the adventure into motion? Will Bowser terrorize the Mushroom 
Kingdom in some other fashion? Or are all these allusions to Super Mario Bros. 2 more than just mere 
callbacks? Is the game in fact set in Subcon, as the little fairy seems to suggest? Could we also see the 
return of a certain vegetable-hating frog as the game's antagonist? There's still a lot we don't know, 
but one thing is for certain: we can't wait to get our hands on the final game and find out. 


THE PLAYABLE PRINCESS 


One of the most exciting features in Super Mario 3D World is the inclusion of Princess Peach as a 
playable heroine. This isn't the first time the princess has found herself in an active role in the story; she 
was a playable character in both Super Mario Bros. 2 and Super Paper Mario, where her signature hover 
jump made her an invaluable asset to the team, and she even starred in her own platforming adventure, 
Super Princess Peach, for the DS. But her inclusion in Super Mario 3D World is momentous for a number 

of reasons, not least because it marks her first playable appearance in a 3D Mario game. Up till now, 
Princess Peach has always played a minimal role in the main series, most often serving only as a catalyst 
for the adventures that Mario has to undertake. With Super Mario 3D World, however, the princess is now 
on equal ground with Mario and the rest of her teammates. She may not move quite as swiftly as her 
cohorts (it isn't easy to run in high heels, after all), but she's more than capable of holding her own on 
the battlefield. In fact, it's possible to clear the adventure entirely as Peach, making her just as much of 
the star of the game as Mario. After years of playing damsel in distress, it's nice to see the princess 
finally getting a chance to stand in the spotlight. 
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MARIO KART 8 


Now this is the story all about how Mario's life gets 


flipped — turned upside-down. 


MARIO KART 8 - the first HD install- 
ment in the Mario Kart series - is one 
of the most visually stunning Wii U 
games, period. Character models look 
almost as good as the 3D artwork 
found on promotional materials. And 
the visuals are even more impressive 
when you consider that the game is 
running at a constant, smooth 60 
frames per second. 

That’s the first thing that jumps out 
to grab your attention about Mario 
Kart 8 - the eye-popping visuals. The 
second thing? Control. 

NINTENDO 


NINTENDO EAD 
SPRING 2014 
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The Wii U GamePad offers two dif- 
ferent options, even letting you toggle 
between the two on the fly in the 
middle of a race - motion control 
(twisting the Pad like a steering wheel) 
or using the analog stick for more tra- 
ditional control. With either option, 
the GamePad screen keeps track of 
your opponents’ positions – removing 
the clutter from your TV. And pressing 
a large button in the middle of your 
GamePad will honk your horn to 
distract nearby opponents (not the 
most innovative use of the Pad, but 
still fun). And if you'd prefer to set the 
GamePad aside, the good old, normal 
Wii Remote will still work here — 


you've still got that plastic wheel lying 
around from Mario Kart Wii, right? 

You may end up standing on your 
head if you try to stick with the old Wii 
Wheel this time, though, as this Kart is 
flipping things upside-down. A new 
anti-gravity mechanic allows players 
to drive up walls, drive across ceilings 
and generally twist and turn around 
courses in ways the Kart series has 
never seen before. It feels like some- 
thing inspired by F-Zero – and the 
comparison is on point, as Captain 
Falcon's franchise was recently cited 
as a major influence by Mario Kart 8 
developer Kosuke Yabuki. 

Most tracks start out looking 
normal, then surprise you with some 
unique use of the new anti-grav idea. 


A waterfall you drive past early on one 
lap around a track will be flowing 
upward into the sky (from your per- 
spective) when you pass by it later, 
having flipped gravity at some point 
in-between. A race through Luigi's 
Mansion will offer a fork in the road, 
splitting the pack onto two paths - but 
opponents who pick the opposite lane 
from you will end up above your head. 
looking down on you. It's crazy. 

And we can't wait to play it again — 
but we'll have to, as Mario Kart 8 is 
one of the titles from Nintendo's E3 
line-up this year that won't be 
released in 2013. Hopefully, the wait 
won't feel like it's too long – you can 
expect Mario Kart 8 to turn your world 
upside-down next Spring. - EMILY 


SONIC 


LOST WORLD 


The Blue Blur’s going galactic in 7 
his next all-new adventure. 


SONIC THE HEDGEHOG is back in The unique thing about Lost World can tell that this adventure has a Finally, the E3 demo showcased a 
full force on Nintendo systems once is that the focus isn’t just on keeping distinct Super Mario Galaxy flavor. stage where Sonic simply wouldn't 
again, following up on his Wii hit, Sonic's momentum up. The first E3 The second stage was a slower- stop running. This adds yet another 
Sonic Colors. This brand-new title, demo stage, Windy Hill, featured many paced 2D level and seemed to use the page to the variety of experiences - 
Sonic Lost World, sees the Blue Blur different paths to explore - and mixed successful ideas of the last few Sonic and it helped that the controls were 
and everybody's favorite egg-shaped the standard "gotta go fast" portions games - his many different Wisp solid. The overall presentation was 
doctor teaming up as they both face a with slower, precise-platforming bits. powers from Sonic Colors, for just really well put together. 

new threat - the Deadly Six, a group The level was breathtaking – as you example, will be making an encore Meanwhile, for the 3DS version, the 


of villains from the planet Lost Hex. jump from platform to platform, you appearance here. focus is on delivering the first-ever 
3D/2D Sonic mix on a handheld. The 
results are shockingly stunning as you 
explore the Windy Hill areas and play 
around with the same elements as its 
console counterpart. It being on a 
handheld, of course, the full size of 
the level was limited – but even still, | 
came away impressed. 

Both versions will feature a few 
unique Wisps, and my favorite was one 
on the 3DS that sucked up all the sur- 
rounding enemies and turned them 
into pixels. It was fun to feel so 
mighty! 

Sonic Lost World left me wanting 
more, and I'm counting down the days 
to October already. - DAAN 

PUBLISHER: SEGA/NINTENDO 
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SONICTEAM 
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Wii U 


2014 OLYMPIC GAMES Snow motion. 


WE HAD A chance to sit down and play the newest entry in the Mario & Sonic series at this year’s E3, 
and while we don't yet know how snowy Sochi's actually going to be for next year's Olympics, this game 
looked like a winter wonderland — when it wasn't in motion, that is. A poor framerate marred the ЕЗ 
demo and left us unimpressed with the visuals overall. The two events on display were Snowboard 
Cross and Championship Race, and the GamePad and Wii Remote Plus’ 


> : E INTEND: 
gyroscopic movement worked well enough in each, but we'll need more WiU ПЕТЕР 9 
than just two events to get a real feel for the game. - DAAN NOVEMBER 2013 
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PAC-MAN & THE GHOSTLY ADVENTURES 


REMEMBER ALL THOSE fun times 
you had with Pac-Man and his friends, 
watching their adventures play out 
while they attended school? No? Well, 
| don't either, but that's the focus of 
Pac-Man and the Ghostly Adventures, 
an upcoming Wii U/3DS title. This 
game is actually based off of the new 
Disney XD cartoon series of the same 
name - Namco-Bandai is out to 
revamp Pac-Man as a brand, and it's 
very clear that this game and TV show 
are part of a campaign to get kids 
talking about this classic character 


again. But even if you aren't aware of 
or interested in the TV show, the game 
adaptation might tickle your fancy. 

If you're familiar with the Pac-Man 
World series that appeared on the 
GBA, DS and GameCube, you should 
feel right at home in Pac-Man and the 
Ghostly Adventures. The Wii U version 
takes place in a 3D world where you'll 
be running around collecting pellets, 
snatching up fruit and avoiding classic 
ghost enemies. AII this will take place 
during 3D platforming sections strewn 
about Pac-World, the place that 


Pac-Man calls home. You'll also have 
the ability to break open vending 
machines to grab some health, which 
will come in handy when you're saving 
fellow townspeople and classmates 
from the roaming ghost gangs. Even 
better, special power pellets transform 
Pac-Man into unique versions of 
himself, allowing for a new repertoire 
of attacks and platforming abilities. 

As for the 3DS version, Namco 
Bandai has kept it more under wraps – 
though from the few screenshots 
they've released show far, we know it 


will be side-scrolling adventure, rather 
than the fully 3D world that appears in 
the Wii U outing. You can certainly 
expect mechanics and abilities that 
will be similar to the console version, 
but any unique twists remain to be 
seen. Hopefully, we'll get more infor- 
mation soon, as Pac-Man and the 
Ghostly Adventures is set to launch on 
both platforms this Fall. - KEVIN C. 


wiu 3DS PUBLISHER/DEVELOPER 
NAMCO BANDAI 


RELEASE: FALL 2013 


- PIKMIN 3 


PIKMIN 3 IS finally nearing its release date, and Nintendo 


brought us a new mode to play at E3. Bingo Battle features new 
hero Alph and old hero Captain Olimar battling for items to 
complete lines on a bingo card. Players have to retrieve four 
items in a row, ranging from enemies to fruit to treasures, in 


order to best their opponent. This mode can start off slow, but 
when a player is close to winning, all sorts of havoc can ensue - 
an opposing player might snag the item in question to block the 
hopeful winner, special items can disrupt both players’ plans 

Š and enemies can wake up and cause all kinds of chaos. Bingo 
22 Battle allows anyone to jump іп апа have lots of Pikmin fun! 
(Look for our full review of Pikmin 3 next time!) - BRETT 
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THOUGH ITS ART style initially 
shocked gamers, The Legend of Zelda: 
The Wind Waker ultimately became an 
iconic installment in its series. Now, 10 
years later, Wind Waker's cel-shaded 
nature is also making it an easy game to 
remaster. 

Whereas early mock-ups hinted at a 
more drastic overhaul, Wind Waker HD 
turns out to be primarily a simple up- 
rezzing of the GameCube classic - the art 
is now sharper and the lighting's better, 
but texturing and geometry haven't been 
changed that much. Thus, the game 
doesn't look all that much different than 
it did on the Cube. So Wind Waker HD's 
biggest change is actually not visual at 
all — it’s the new GamePad functionality. 

While you can still use buttons to 


PUBLISHER: NINTENDO 
DEVELOPER: NINTENDO EAD 
RELEASE: OCTOBER 2013 


THE LEGEND OF ZELDA: 
THEWIND WAKER HD 


command Toon Link, you can now use 
the GamePad's screen to do targeting 
too. It's a bit less intuitive than the Wii 
pointing controls used in Skyward Sword, 
but it works beautifully with the game's 
PictoBox item - it allows you to hold the 
GamePad up like a camera and look 
around in real space to frame your shot. 
Your inventory is now accessible from 
the touch screen, the titular Wind Waker 
can be controlled by stylus and the Pad 
replaces the old Game Boy Advance con- 
nectivity too - the Tingle Tuner has 
become the Tingle Bottle, which allows 
players to share messages and Picto- 
graphs over Miiverse. 

Some of the original's tedium has 
been reduced, thankfully, with speedier 
sailing and a revised Triforce hunt, but 
don't expect any major changes like new 
dungeons - this is Wind Waker ported to 
Wii U, but not totally remade. - AARON 


SN М/ж 


ZELDA: 
A LINK BETWEEN WORLDS 


ALTHOUGH THE NOVEMBER release of A Link Between 
Worlds is already fast approaching, we still don't know too much 
about this all-new sequel to the SNES classic A Link to the Past. At 
E3 2013, we saw a slightly modified version of the demo shown 
when the game was first revealed. That demo, containing a sliver 
of the overworld and a multi-floored dungeon, was wonderful — 
but it's still only a taste of the potential of A Link Between Worlds. 

The overworld seems to be rather similar to the Light World 
map from A Link to the Past, but outside of featuring a look-alike 
layout and landmarks, the means of exploring this region is 
altered - mostly thanks to Link's new powers. (Specifically, his 
ability to transform into a 2D drawing and move along walls.) That 
power, which seems central to the entire experience, adds a whole 
new dimension to exploration in both overworld and dungeon 
areas. Several times throughout, | had to break myself of old 2D 
Zelda habits and use the new abilities to solve puzzles. 

Secrets were all over the place in the sample on display, with 
fairies, Pieces of Heart and more lurking all over Hyrule. While 
other demos at E3 were one-and-done affairs for me, | played 
through the Link Between Worlds demo multiple times. And, each 
time, it was fulfilling and fun. 

According to producer Eiji Aonuma, development on A Link 
Between Worlds started in 2011 after Shigeru Miyamoto requested 
that Aonuma's team remake A Link to the Past, but Aonuma 
fought for making a brand new game. (He satisfied Mr. Miyamoto's 
request by making it a sequel to the 1991 release.) 

We still have a lot more to see, especially since the subtitle 
teases the same two-world dynamic from A Link to the Past. The 
Legend of Zelda: A Link Between Worlds is slated for a November 
release in North America, with releases in Europe and Japan fol- 
lowing in late 2013 and early 2014, respectively. - NEAL 


NINTENDO 


EXE NINTENDO EAD 


NOVEMBER 2013 


YOSHI'S NEW ISLAND 


YOSHI’S NEW ISLAND is the third "Island" game (or fourth if you count Yoshi Touch & Go as part of 
this series). The E3 demo showcased three levels with a boss battle at the end. These levels had 
increasing difficulty, with the first level being a tutorial, a jungle level offering medium difficulty, and 
the third castle-type level being the hardest. The boss battle featured a Fang (a.k.a. a bat) being 
enlarged by the infamous Kamek. The graphics sharpen the style of the first game without losing its 
feel, and offer a good reason to use the 3D effect – seeing the all-new giant eggs destroy huge chunks 
of scenery in spectacular fashion. Not all-new is the shrill cry of Baby Mario 

being separated from Yoshi - but even the shrieks of a wailing child won't '3DS 

turn fans away from this great mix of nostalgia and fresh ideas. - BRETT TBA2014 


NINTENDO 
ARZEST 


JULY/AUGUST 2013 39 


SPLINTER CELL: 
BLACKLIST 


Out of the shadows, killing with style. 


WHILE OTHER THIRD-PARTY companies ignore Wii U, Ubisoft 
is getting the ball rolling again with Splinter Cell: Blacklist. The 
newest exploits of Sam Fisher come courtesy of Ubisoft Toronto – 
this being the studio's first title (and Ubisoft Shanghai, handling 
the Wii U version). And the developers aim to please with a bevy 
of features, like a co-op option and the return of the acclaimed 
multiplayer mode, Spies vs. Mercs. 

In Blacklist, Fisher helms a team of elite operatives who are 
assembled to take down a network of terrorists – which basically 
equates to a plethora of covert kills and copious amounts of 
blood. In fact, Ubisoft is pushing past the series' stealth roots 
more than ever before with a new mechanic dubbed "killing in 
motion." After Fisher marks his foes, the spy can elegantly elimi- 
nate enemies while sprinting and hopping over obstacles, show- 
casing an assassination tour-de-force. The seamlessness of the 
process seems slick, but balancing who's in control of the action 
between the player and artificial intelligence will be key. 

Also important to Splinter Cell: Blacklist is how it utilizes 
GamePad functionality. Ubisoft promises that the Pad will handle 
drone controls with motion movement as well as inventory man- 
agement and killing-in-motion tactics with the touch screen. 

Splinter Cell: Blacklist will throw tons of modes and features at 
Wii U owners in a time when third-party content is still in short 
supply on the system. How the game coalesces these various 
aspects, though, will determine whether or not this experience 
gets embraced - or blacklisted. - EVAN 
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TCH DOGS 


Want to control a city? There's an app for that. 


UBISOFT'S WATCH DOGS is a fresh 
spin on the open-world genre where 
hackers run rampant through the streets 
of a near-futuristic Chicago. All devices in 
the city are linked by a data network 
system called "ctOS" that grants private 
corporations access to data linked to 
individuals. The game's protagonist is a 
talented hacker named Aidan Pierce who 
has the ability to manipulate devices 
throughout the city including (but not 
limited to) mobile phones, ATMs, public 
transportation and surveillance systems. 
(You can even mess with the traffic lights 
to create traffic jams.) 

Aiden can use his phone to profile any 
citizen walking on the street to study his 
or her criminal history, weird fetishes, 
occupation and bank account informa- 
tion. Because every citizen has their own 
personal biography, each NPC feels more 
individualized, with unique personalities 
and traits. If Aiden needs additional 
information on someone's private life, he 
can also hack Wi-Fi networks to spy on 
citizens through their webcams. And 
accessing your smartphone isn't just for 
illegal activity — it can also be used to 
purchase apps (or games) with in-game 
money. 

The game features a reputation 
system where you can choose to bea 
good or bad guy. Earning a bad reputa- 
tion among citizens means they may 
report you on sight, forcing you to flee 
from police. A five point gauge - similar 
to the Grand Theft Auto series - indi- 
cates the level of police engagement that 
you're facing. You can also earn a good 


reputation by interacting with surveil- 
lance cameras to discover new side 
missions and prevent potential crimes 
from occurring. While committing a 
crime, citizens will be less likely to report 
you if you have a good reputation. 

During some recent playtests, the 
developers sent gamers through single- 
player scenarios where they didn't 
realize they were actually interacting 
with human-controlled characters. This 
surprised many of the playtesters, 
because it created the perception that 
there are other hackers out there. This 
dynamic will carry forward into the final 
game - meaning there may even be 
times when another player is watching 
you during a single-player objective and 
you won't realize it. 

That feature is completely separate 
from the game's multiplayer mode, 
though, where one player's goal is to find 
a hacking target and the opponent must, 
in turn, hunt down their hacker. Watch 
Dogs' multiplayer seems to take inspira- 
tion from the multiplayer modes seen in 
another Ubisoft series, Assassin's Creed. 

Though there was no playable Wii U 
version on display at E3, the GamePad 
promises to make Nintendo's edition feel 
unique - it seems like the perfect control 
method for hacking, profiling, spying and 
playing with apps. We'll find out more 
Soon, as we can look forward to hacking 
the streets of Chicago this Fall. - EMILY 


UBISOFT 
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THE FIRST BAYONETTA was an inter- 
esting mix of Devil May Cry-style combat, 
depictions of women that straddled the 
line between sexy and sexist and a surre- 
alist fantasy narrative that was silly on 
one hand and dour on the other. It 
seemed that the developers hoped to 
bait the "AAA, realistic, grey and brown 
graphics preferred" crowd with the lure 
of pseudo-Hollywood seriousness at first, 
only to force-feed them a breakdancing 
witch wearing a body suit composed of 
her own hair after they'd been hooked 
for a bit. 

Bayonetta 2 looks to jump straight 
into the breakdancing feel of the 
original, and I couldn't be happier about 
that. Everything from the brighter color 
palette and instantly madcap scenario to 
Bayonetta's cute new haircut seems to 
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BAYONETTA 2 


For mature audiences only. (No, seriously.) 


be headed in the direction of the first 
game's most energetic, most unabash- 
edly fun moments. That's not to say that 
the sex and violence has been toned 
down - Bayonetta is just as likely to 
behave just as illogically seductive and 
aroused as before, and is just as likely to 
torture her enemies with sadistic glee. 
It's just more fabulous this time around. 

Witch Time, the bullet time, Viewtiful- 
style counter move from the original is 
back too, joined by an all-new attack 
mode called Umbran Climax. The Climax 
allows Bayonetta to fill the screen with 
huge, demon-infused attacks with the 
press of a button until her magic meter is 
fully depleted. 

Beyond that addition, the combat 
system remains largely unchanged – 
though, in my playtime with the game at 
E3, it felt like each fight was designed to 
include more opportunities to get strate- 
gic with special attacks. Jumping in and 
pulling off combos on every enemy 
wasn't always the most compelling plan. 
Playing defensively, activating Witch 
Time as a counter and then following up 
with the Climax was often a more 
tempting option. 

With Off-TV Play, an optional stylus- 
controlled "Simple" mode, and the easy- 
to-learn, hard-to-master action of the 
original turned up to new heights, both 
Bayonetta veterans and rookies alike 
have plenty to look forward to in this 
robust, high-energy sequel. 

Just don't let your kids play this one. 
It's about as M-for-Mature as video 
games get. - JONATHAN 
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THE WONDERFUL 


Strength in numbers. 

BACK WHEN IT was first demoed at E3 

2012, The Wonderful 101 easily stood out 

from the rest of the Wii U lineup, which predominantly consisted 
of familiar Nintendo IPs and third-party ports. The lead hero and 
art style evoked memories of the GameCube classic Viewtiful Joe, 
and for good reason - both titles were spearheaded by Hideki 
Kamiya and Atsushi Inaba, formerly of Clover Studio and currently 
of PlatinumGames. 

Our "viewtiful" star in this exciting adventure is a teacher, Will 
Wedgewood, who becomes "Wonder Red" - a Japanese tokusatsu- 
style superhero with the ability to grant temporary superpowers 
to average citizens. Each individual hero has a unique visual 
identity - some are full-time heroes in spiffy spandex uniforms, 
but most get by wearing pots, pans and other assorted household 
items! It recalls the days when we would tie a bath towel around 
our neck and imagine we were the world's greatest crime fighters. 

To battle the invading alien army, your team must unleash 
Unite Morphs to assume the form of weapons like a sword, whip 
or gun by literally standing on one another's shoulders. Unite 
Morphs are performed either by drawing the shape of the 
intended weapon directly on the GamePad's touch screen or by 
tilting the right control stick. You'd assume that touch commands 
would be faster and more responsive, but both are very capable. 
It's great that the game graciously allows for whatever method 
suits your playstyle. 

The key to victory is strength in numbers, which is why it's 
important to keep your party count high. As you receive damage, 
clumps of heroes will be scattered in every direction and must be 
re-absorbed into the fold. You can't simply overwhelm your 
enemies with a mindless barrage; you must assess each encoun- 
ter and use the appropriate Unite Morph, otherwise your selfless 
recruits will pay the penalty. The Wonderful 101 was pushed back 
to August for all regions save North 
America, where it was delayed an 
extra month. It's alright, because 

justice is worth the wait! 
- TONY 
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RETRO STUDIOS HAS delivered 
another surprise. While many had pre- 
dicted a return to Metroid would be 
their next project, they’re instead 
rolling out a sequel to Donkey Kong 
Country Returns - Donkey Kong 
Country: Tropical Freeze. While it 
would be easy to write this title off as 
more of the same, during its preview 
at E3 2013, it was easy to see this 
follow-up is a labor of love. 


PUBLISHER: NINTENDO 
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DONKEY KONG COUNTRY: 


TROPICAL FREEZE 


This time the simian fist fodder are 
a bunch of animal vikings who aim to 
force their freezing climate upon 
Donkey Kong Island - and since DK 
can’t eat frozen bananas, he’s going to 
fight to keep things nice and warm. 
Diddy Kong is back as the staple Kong 
sidekick, and Dixie Kong has also re- 
enlisted for battle. Each Kong has their 
traditional attacks from their SNES 
days, while adding a few new moves 
they've learned in the meanwhile. 
Several levels were available for 
play at both E3 and Best Buy events 
across the country, and they were 
indicative of how Retro are taking 
platforming to the next level. Their 


first entry into the Donkey Kong 
universe showed that they had the 
aptitude for challenging level design 
and the deviousness necessary to hide 


collectibles as well as the SNES trilogy. 


Tropical Freeze expands on all of it, 
but rejects the tradtional 2D limita- 
tions of platformers as we know them 
— blast barrel sections will now swing 
the camera around wildly in 3D as 
Retro shamelessly breaks their own 
set of rules from 2010" Returns. 

Also separating this sequel from its 
predecessor is the return of water 
levels (Returns was swimming-free). 
Old-school gamers will be thrust into 
SNES nostalgia immediately upon 


entering the water, but there are also 
plenty of new elements down in the 
depths to keep gamers entertained. 
Finally, two control schemes will 
offer players the power of choice – 
you can use the GamePad for an all- 
buttons option (as in Returns’ recent 
3DS port), or wield a Wii Remote and 
Nunchuk to waggle along like it’s 2010. 
While several parts of Tropical 
Freeze may seem similar to the last 
game (like animations, segues and 
other assets), the HD bump this title is 
receiving is impressive - it's a great 
representation of the power of the Wii 
U. You can look forward to defrosting 
Donkey Kong Island this Fall! - BRETT 


DIXIE KONG RETURNS 


Dixie is finally back for her first new console adventure since Donkey Kong 
Country 3: Dixie Kong's Double Trouble hit the SNES back in 1996. She'll be 
teaming up with DK himself for the first time, too, supporting his platforming 
with her signature ponytail swipes and helicopter spins. 
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Super Mario 3D World 
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MORE ACCOUNT-ABILITY, PLEASE 


MY NINTENDO DREAM isn't some pie-in-the-sky fantasy about F-Zero racers facing off against 
Star Fox arwings. No, my simple wish is for a better account system and online store from the Big N. 
The simple fact that | must buy Virtual Console games on both systems - Wii U апа 3DS – instead of one 
account tying them together is ridiculous. Sony has cracked this puzzle, while Nintendo sits behind the 
controls of an online management system that includes Miiverse names, Club Nintendo names and games 
locked to the hardware. This multi-layered mess goes against everything most Nintendo games stand for: 
smart interfaces and easy usability. 

On top of a streamlined account system, Nintendo needs to review its pricing model for Virtual Console 
games. Make NES games retail for $1 to $3; SNES games at $3 to $5; and N64 games around $5 to $7. In 
addition, the company must explore new payment plans for its legacy lineup, something similar to a Netflix 
for gamers. Let's pay $10 a month to have unlimited access to all NES or SNES games. Or maybe just make a 
selection free that rotates every month. If anything, Nintendo sits on a gold mine of old games that 
everyone loves and wants to play. But the company's backward pricing model and store setup - let alone a 
missing account system — make that treasure trove seem somewhat worthless. Celebrate your heritage, 
Nintendo, and get with the times. (Or maybe ІЛІ just have to keep dreaming.) - EVAN 


YOU MAKE THE GAMES 


IN JUNE, AMAZON announced 
Kindle Worlds, a new publishing 
platform for licensed fan fiction. 
Imagine if Nintendo pursued this 
model in the video game space, 
allowing fans to create their own 
Nintendo universe games. 

In the face of a tough hardware 
market, Nintendo still has one com- 
petitive advantage aside from its 
developers — its storied portfolio of 
characters. Sure, it’s not as simple as 
written fan fiction, and it would take 
non-inconsequential QA effort to 
make sure that the characters were 
used appropriately, but just imagine 
the potential benefits - Nintendo gets 
extra licensing revenue, fans can make 
their own dreams come true, and 
everybody has more games to play. 

Over the years, there have been 
numerous games featuring Nintendo 
properties, from extravagant ROM 
hacks spanning all the way from the 
NES through the Wii. On occasion, 
they've even surpassed Nintendo’s 
designs, despite being pure labors of 
love. Nintendo has mostly left such 
developments alone, perhaps not 
wanting to legitimize them or not 
wanting to generate ill will. 

There’s the doujinshi scene in 
Japan, where fan-made manga and 
video games thrives. Though much of 
it is technically illegal, it’s so wide- 
spread that it has its own massive con- 
ventions. It’s allowed aspiring artists 
to practice, and many of the best are 
picked up by the publishers. Similarly, 
on PCs, the mod community has 
churned out some amazing experi- 
ences of their own. 

You might say that people should 
design their own games rather than 
piggy-backing on others, but with 
worlds or characters already defined, 
designers can focus their creativity on 
new levels, mechanics, and experi- 
ences. There's a long history of reuse 
in the game industry – even Ms. 
Pac-Man wasn't originally authorized 
and many of Nintendo's earliest 
arcade games were straight rips of 
other games, but they eventually far 
surpassed those designs. 

It probably won't happen in the 
near term, but as Nintendo incremen- 
tally lowers the game development 


barrier on their systems, what if they 
went beyond and fostered a new 
design community? There was a time 
when Nintendo wouldn't let any third 
party work with their IP. Now they're 
encouraging limited creative works 
using their characters in the wide 
catalog of drawings found within 
Flipnote Studio and Miiverse. 

Last year, Capcom even put their 
official backing behind the fan game 
Street Fighter X Mega Man, distribut- 
ing it for free for Mega Man's 25th 
anniversary. They've also backed 
fan-made soundtrack remixes. Though 
Nintendo hasn't gone that far (they 
haven't even released a Mario level 
editor, though they've hinted that one 
could come in the future), they have 
allowed a limited bit of fan gaming to 
flourish in the form of WarioWare 
D.LY.’s microgames and its associated 
WiiWare Showcase system. 

It remains to be seen how success- 
ful Amazon's Kindle Worlds experi- 
ment will be. But a game version of 


that experiment could be much bigger. 


Mario was originally designed to be 
the generic everyman featured in all 
kinds of video games, so what if his 
adventures were allowed to be made 
by everyone? - AARON 


DS DOWNLOADS 


MY DREAM MIGHT seem pretty minor compared to some of my colleagues', but I 
really hope that Nintendo will release DS games on the 3DS eShop. Sure, I'd love to 


see the company implement a unified account system, just as Evan mentioned, but 
more than anything, | want to be able to download DS games on my new handheld. 
The DS had a fantastic library of titles - arguably one of the best of any video game 
consoles to date - and putting even a few of them on the service would be a 
win-win situation for everyone. Nintendo would still earn a nice profit from these 
old games, and 3DS owners would get another chance to play some of the modern 
day classics they might have missed the first time around. I can't imagine it would 
be all that difficult to put them on the service, either, since the company is already 
releasing full-scale 3DS games on the eShop, so there shouldn't be any major 
hurdles preventing this from happening. Get on it, Nintendo! - KEVIN K. 


THE BIG WISHLIST 


THE THING I dream most for Nintendo is to create a 
better online multiplayer environment for their games, 


and more online opportunities within their titles. That 
really starts with the new Smash Bros. on Wii U. If its 
online capability is as laughable as Brawl's was, the Wii 
U will be written off by a huge audience of gamers, just 
like the Wii was. The Miiverse is a first great step into 
meaningful online, and | hope they incorporate more 
browser-based participation for it. 

I will also say that I’m very excited to hear Mr. 
Miyamoto talk about Nintendo needing new IPs for the 
future. Nintendo has introduced new characters 
recently through downloadable titles, where their 
debuts can be less of a financial gamble. But I'd like to 
see a fresh brand that really wows me, and hopefully 
something a bit more mature. 

In the Mario series, I’d like to see a Wario & Waluigi 
spinoff from the Mario & Luigi series of games that 
keeps the humor going with this wily pair. Waluigi 
needs some more character development so he isn't so 
reviled and misunderstood. (A Daisy & Peach game 
wouldn't hurt either.) 


I'd also like a game where Mario could pick his suit 
from his entire, vast array of previous power-ups to 
solve puzzles and beat baddies in an expansive world. 
Perhaps the player could also pick from a wide range 
of heroes in the series. Could you imagine Donkey 
Kong in a frog suit? Caped Daisy? Rabbit Yoshi? 

In the Zelda series, I'd like to see a really polished, 
high definition version of Hyrule with the most realistic 
iterations of the characters to date. I'd like to see it set 
in a more modern time. Maybe not too technologically 
advanced, but more along the lines of a steampunk 
setting, showing that Hyrule thrives despite the 
timeless war raging in the background. 

Finally, | have four words for the readers: achieve- 
ments for Nintendo games. Competing companies have 
already proven achievements or trophies work, and 
whether or not you agree with them, it adds tremen- 
dous replay value to every title and expands the expe- 
rience. Whether they call them accomplishments, 
stamps, badges or whatever, people want an easier 
way to show off their Nintendo prowess to all of their 
online friends. - BRETT 
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CLAY 
MARIO 


LEADING INTO THIS recent ЕЗ, 
Nintendo fans were anticipating the 
reveal of the latest 3D Mario, which 
they hoped would set a new standard 
for platformers in the years to come. 
That’s what Super Mario Bros. did, 
that’s what Super Mario 64 did and 
that’s what Super Mario Galaxy did. 
What new frontier would gaming's 
biggest star embark upon this time? 

The curtain was pulled back to 
reveal Super Mario 3D World, a direct 
sequel to 3D Land on the 3DS. Yeah, 
the Cat Suit looks adorable, and I'll 
likely buy and enjoy the game for what 
it is. But | nonetheless feel as though 
Nintendo missed a big opportunity to 
showcase the full capabilities of the 
Wii U, to demonstrate to the world 
that Mario is as influential today as 
he's ever been. 

But all is not lost! Nintendo can 
always try again with the next Wii U 
Mario. What would such a game look 
like, though? What hasn't Mario done 
already? He's gone into space, 
traveled through time and even 
turned into paper. It seems like he's 
already done it all. 

But wait! Think back! Way, way back 
to the first issue of Nintendo Power. 
The cover art was a Super Mario Bros. 
2 made entirely out of clay... 

BOOM! Clay Mario! 

Imagine an entire Mushroom 
Kingdom made of clay! Mario could 
collect the clay of defeated foes and 
mold them into new items! Enemies 
could be composed of different 
modeling compounds, like Silly Putty 
and Aqua Sand, each that exhibit 
unique properties! Oh, I'm getting 
excited just thinking about it! 

What about GamePad functional- 
ity? Of course you'll be able to roll 
balls of clay or manipulate the mal- 
leable environment using the touch 
screen. Through Miiverse, you could 
compose messages and pictures that 
then appear in other people's games 
etched directly on the ground. And 
just for kicks, you could use your 
thumb to smudge characters' faces. 


Because why not? 

| realize that it wouldn't be feasible 
to use real claymation for a game with 
such a massive scope - that's a time- 
consuming process best left to 
smaller, experimental projects like the 
upcoming eShop title Armikrog. 
Instead, Nintendo could use the ren- 
dering capabilities of the Wii U to 
simulate the look and texture of clay. 
If the illusion could be pulled off, it 
would definitely turn heads. 

So kindly get on that soon, 
Nintendo. I'll leave it up to you to sort 
out the finer details. Just make it 
happen! - TONY 


OPEN UP, BIG N! 


THERE ARE PLENTY of reasons why | love Nintendo. | think they truly 
respect their stable of characters. | believe they truly evolve and expand 
their franchises to offer unique gameplay experiences within familiar 
settings. | feel that their developers are among the most passionate in the 
industry. With all that said, | don’t think that every step Nintendo makes is 
the right one. Every company makes mistakes, but sometimes it would be 
nice to know where the Big N is coming from. 

Over the years, Nintendo has gained a reputation of being very secretive 
with multiple areas of their business. Decisions are made, but the reasoning 
behind some of those choices are never shared. It’s true that Nintendo has 
made great strides in recent years to be more open and direct with their 
fans, but they still have a long way to go. When you build up a loyal gaming 
fanbase that is 30+ years strong, you think you'd be a bit more focused on 
building a back-and-forth with those people. The fans are the lifeblood of 
Nintendo, and sometimes it feels like the Big N is doing all they can to keep 
us closed out and pushed away. 

| completely understand that Nintendo has to keep certain things a 
secret. | don't expect them to announce details on an exploratory project as 
soon as they start working on it. I'm not looking to go hands-on with proto- 
types and learn about just what devs are tackling projects in development. I 
just want Nintendo to be a bit more open with situations that fans are 
already aware of, especially with previously announced products. Fans have 
to constantly dig for info, taking a few sips from the drip feed that Nintendo 
offers. Some games get promoted week after week up to release, while 
others get an announcement less than a month before their launch. That 
just doesn't sit well with me. 

For example, look at the recent StreetPass update that added the four 
new DLC games to the Mii Plaza. Japan and Europe got it first - with no 
fanfare whatsoever - but North America was left out of the loop for weeks. 
Despite repeated attempts to find out why that content wasn't released in 
all regions at the same time, no one got any answer. The games finally 
arrived in America as well, but that also happened with no advance notice. 
In these situations, isn't there a statement that could be released to better 
explain what's going on? Even if such a statement would result in an answer 
we don't want to hear, it would still be nice to have that definitive answer. 

In Nintendo's future, | hope to see them embrace the wonderful commu 
nity they've fostered. While we are indeed just consumers, it would be nice 
to be treated with a bit more respect. A community outreach manager akin 
to Microsoft's Major Nelson would work wonders. A bit more open approach 
would only help to make your long-time fans appreciate how you operate 
even more, Nintendo! Your fans aren't the enemy, even though it can seem 
like you sometimes treat us that way. - KEVIN C. 


TIME TO SQUASH THE TOAD 


MY BIGGEST DREAM for Nintendo is to finally pull the Star Fox series out of 
its slump and bring us the four-player, team-based space shooter we all want! 
Just think about it — it would have local and online multiplayer, with each 
person assuming the role of one member of the Star Fox team. 

Imagine free-roaming around the Lylat system, taking missions by radio 
and intercepting Andross' troops, all while barrel-rolling and loop-de-looping 
through enemy armadas. You could be blasting ships out of the skies of 
Corneria, then get a distress call from a friend who's just been ambushed by 
Star Wolf on the other side of the galaxy. How could that not be amazing? It 
could maybe even have online video chat in place of teammate transmissions! 

... Although, a four-player Star Fox campaign does mean that one 
person in the group would have to play as Slippy... 

Actually, | take all of that other stuff back. І dream of a world 
without Slippy Toad. - ROBERT 
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MEGA MAN 


THE PAST FEW years have been a bit 
rough for Mega Man fans - trust me, I 
know; I’ve had to look at it on The Mega 
Man Network every single day for the 
past two years. The series hasn't really 
had a new, high-profile game release 
(the free Street Fighter X Mega Man not- 
withstanding) since Mega Man 10 and 
Mega Man Zero Collection in 2010. 

Now, for a lot of games and fran- 
chises, that wouldn't seem like a big deal 
at all. But here's the thing: Over Mega 

Man's 25-year history, there has 
almost always been something brewing. 
In that time, there have been over 55 
releases, and that's not including ports, 
multiple platform versions, re-releases, 
collections, PC or mobile games, or most 
of which never left Japan. Suffice it to 
Say, you sort of get used to something 
like that; the Blue Bomber was ever- 
green, and when the leaves actually start 
to fall, people are prone to panic. 

And panic they did: Once Keiji 
Inafune, often regarded as the "father" 
of the franchise (which isn't exactly true, 
but that's another story) left Capcom in 
2010, Mega Man became a ship without 
a rudder and the company seemed ready 
to man the lifeboats as they cancelled 
such titles as Mega Man Universe and 
Mega Man Legends 3. Elsewhere, the 
developers of the South Korean 
MMORPG Rockman Online brought their 
efforts to a halt, while Armature’s 
"Maverick Hunter" FPS failed to get a 
greenlight. To the pessimistic, Capcom 
just didn’t care about Mega Man any 


more; for the optimistic, it simply 
seemed that they didn’t know where to 
take the brand, itself comprised of seven 
separate sub-series. 

But now? Things have changed 
somewhat, at least in my eyes. The 
reveal of Mega Man as a member of the 
Super Smash Bros. roster was huge, and 
what's more, the Blue Bomber himself 
looked as though he’d been reinvigo- 
rated – reinvented, even, with a terrific 
new design that is respectful to the 
original NES pixel art while evolving it 
into something which fits in a contempo- 
rary video game setting. 

Cynics have given all the praise to 
Nintendo, almost seeming to believe 
they were doing it without Capcom’s 
knowledge or care. Capcom Unity com- 
munity manager Brett Elston tells a dif- 
ferent story, however, as he made sure 
to note that there were people on both 
sides who worked hard to make this 
happen, and that the new design is a col- 
laboration. This includes Ryuji Higurashi, 
a longtime Mega Man artist for Capcom 


who created the artwork seen on page 8. 


What І hope this means - my 
"dream," if you will — is that Capcom has 
finally found its way with Mega Man, and 
much like Pac-Man's appearance in 
Street Fighter X Tekken, what we're 
seeing in Super Smash Bros. is but a 
glimpse of where they want to take the 
character in the years to come. Perhaps 
this will begin a new era for the Titanium 
Titan, and maybe Nintendo can lend 
further help along the way. - DAVID 


б 
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A MISSED MILESTONE 


The original Nintendo magazine fell just short of a quarter-century. 


DECEMBER 2012 WAS a very sad month for 
many of us, as it marked the release of 
Volume 285 of Nintendo Power - its last 
issue. Not only was it sad because a video 
gaming institution Га followed from the very 
beginning had drawn to a close, but also 
because it fell short of two great milestones. 
Had it lasted just six issues more, it would 
have been able to celebrate a solid 25-year 
run. With 15 more, it would have celebrated 
not only a quarter-century in print, but alsoa 
full 300 issues. Sadly, neither came to be. 

One of the greatest thrills and honors in 
my life was to actually be able to write for the 
magazine | had followed for so long. | didn’t 
get to do much before the axe came down 
last year, but to do so remains one of the 


WARP ZONE 


What Nintendo Power was writing about way back when. 


FOLLOWING FROM THE successful 
Nintendo Fun Club newsletter, Nintendo Power 
began as a bi-monthly publication with its July/ 
August issue in 1988, and took no prisoners. 
Fun Club members received the first issue for 
free, as did many who sent in the cards 
included with numerous NES games, prompting 
many to "Get the Power" on a regular basis. 

A clay model of Mario being chased by Wart 
adorned the cover as a way of promoting the 
20 pages of Super Mario Bros. 2 coverage 
waiting within. This preview of the then- 
upcoming follow-up to the red-hot title bundled 
with many an NES (and Duck Hunt) featured 
loads of screens, maps, strategies and original 
art for Mario maniacs to dig their teeth into. In 
a time which predated widespread Internet 
usage by around a decade, these resources 
were valuable indeed. This was followed by 
nine pages dedicated to the Second Quest in 
The Legend of Zelda, capped off by a sneak- 
peek at Zelda II: The Adventure of Link anda 
three-page map of the Second Quest's over- 
world, whose flip-side doubled as a poster 
leading into a three-game round-up of baseball 
titles for the NES (kicking off a longstanding 
tradition of including fold-out posters). Other 
features showcased such hits as Double 
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Dragon, Gauntlet and Contra. 

Regular columns included Counselor’s 
Corner, where perplexed Power Players could 
question Nintendo’s own Game Counselors for 
advice, and Classified Information, whose 
secrets revealed codes and tricks you weren't 
meant to know about. Video Shorts would 
shine a little spotlight on a group of games 
which were also available or coming soon, 


while Pak Watch peered further into the future. 


Top 30 ranked the hottest titles, NES Forum 
shared news from elsewhere in the gaming 
world and interviewed celebrity NES gamers, 
and Mailbox, Video Spotlight and NES 
Achievers allowed gamers from all over to 
share their thoughts and accomplish- 
ments. Player’s Poll began the tradition 

of collecting feedback in exchange for 
games and prizes that lives on in Club 
Nintendo today, and last, but certainly 

not least, there was Howard & Nester, a 
comic strip following the adventures of 

the well-meaning Nintendo Fun Club 
President and a young boy who thinks he 
has all the answers. The duo (Nester in 
particular) would in some ways become 
synonymous with the magazine, acting 

as mascots for years to come. - DAVID 


proudest achievements in my career writing 
about video games. And now, thanks to Lucas, 
1 get to at least continue along those lines 
through my work for the Nintendo Force. 

That brings us to today: This month marks 
the 25th anniversary of the first issue of 
Nintendo Power magazine, and we've chosen 
to commemorate and celebrate this event by 
bringing back one of the magazine's own 
latter-day features, the Warp zone. Starting 
in this issue, we're giving props to our prede- 
cessor and inspiration not by going back five, 
ten or even twenty years, but all the way back 
to the beginning and looking at the very first 
issue of Nintendo Power. To quote the game 
for which the feature was named, "Welcome 
to Warp Zone!" - DAVID 
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HEY 


DuckTales: Remastered looks amazing. 
The thought, care, time and effort that 
have gone into taking the original NES 
classic and remaking it for our modern, 
HD age is incredible — we're blown away 
by the work that’s gone into it, and by 
the amount of hoops that you, Disney 
and WayForward all had to jump 
through to make it happen. But now, we 
want more. We want you, Capcom, to: 


REMASTER ТАЮ 


... and what is “This”? Well, if we're 
" my being greedy, we'd ask for your entire 
"1i back catalog of 8-bit Disney-licensed 
adventures. But because we know 
that's not exactly likely, we'll help you 
prioritize some from е the pack. 
We're here to help you, Capcom! 


pl =. ^ We've compiled a full retrospective of 


every Capcom/Disney collaboration 
from the NES and SNES, and added 

our thoughts for how they'd best be 
Remastered. You're welcome! Read on! 


JULY/AUGUST 2013 49 


`x 


Whe 


>. Sei 


i 
TS «== 


САРСОМ 
HUDSON SOFT 
OCTOBER 1988 


CAPCOM 
JUNE 1990 


ISSUE #4: DREAMS FOR THE FUTURE 


MICKEY 
MOUSECAPADE 


KICKING OFF OUR look back at Capcom and Disney's 
incredibly fruitful era of collaboration is a game that 
Capcom actually didn't develop — Hudson Soft did. 
Capcom simply published the title when it came to North 
America. That's probably a pretty significant sign that 
Mickey Mousecapade doesn't have nearly as much chance 
of being Remastered the rest of the games we'll look 
back on following this one, but hey, it's not like we were 
going to ignore it. 

Mousecapade is just too iconic of a game to consider 
skipping, as it served as the sole rallying point for Disney 
fans on the NES for nearly an entire year before 
DuckTales came along. It admirably represented a variety 
of the company's characters too - crossing over several 
different representatives from across Disney's film 
history over a decade before even the first planning 
meeting was held to discuss the possibility of Kingdom 
Hearts. Mickey and Minnie encountered Witch Hazel, the 
Crocodile from Peter Pan, Maleficent from Snow White 
and more on the quest to rescue the kidnapped Alice 
(from Alice in Wonderland, of course). 


CHIPÍN DALE: 
RESCUE RANGERS 


OUR FEATURE IS just getting started, but Chip 'N Dale, 
almost right off the bat, has to be the next prime candi- 
date to get the Remastered treatment - it’s already been 
called out by DuckTales’ developers as being in consider- 
ation, even before Scrooge’s game has been released. 
This two-player platformer holds up just as well as 
DuckTales, too, as some of the mechanics have even been 
used in recent platformers. As a matter of fact, the team 
behind Chip 'N Dale went on to leave Capcom and form 
Whoopee Camp, renowned for making the PlayStation 
platformer Tomba! - which definitely has some origins in 
the chipmunk duo's playable debut. 
Players control either Chip or Dale, depending on their 
controller (Player 1 is Chip; Player 2 is Dale). The only way 
to hurt enemies is to pick up items and throw them at 
foes. Every stage is littered with acorns, crates and 
barrels just waiting to be tossed at the onslaught of 
baddies (all chipmunk-sized, of course). You can even 
pick up the other player character and throw them as a 
weapon - though naturally that means the other player 
will be hurt. Picking characters up and throwing them to 
their doom became an often-used New Super Mario Bros. 
Wii tactic for me and my friends, and the origins of that 


The gameplay was clunky, primarily 
because Minnie was a chore to deal with – this wasn't a 
two-player game, mind you. Minnie simply shadowed 
Mickey's movements while the lone Player 1 tried to keep 
her out of trouble. She was invulnerable to enemy 
attacks, which was helpful. She was not invulnerable to 
falling in pits, which was not helpful at all. The entire 
Mousecapade pretty much devolved into continuous 
mouse management. 

Not that it wasn't fun. Even with its quirkiness, Mickey 
Mousecapade kept players plowing through, watching 
Mickey sling throwing stars like a ninja and hop-and-bop 
his way into the NES age. This game may not get the 
Remastered treatment, but Disney could do well to bring 
Mickey and Minnie together again in a future game. (We'll 
see more teamwork from them later on.) - LUCAS 


mayhem shine through here. 

A Remastered version of Chip 'N Dale could conceiv- 
ably combine this first game and its 1993 sequel into one 
package. And if the developers and/or Capcom wanted to 
be very bold, they could even expand it into a four-player 
affair. (Heck, WayForward is even getting their feet wet in 
that very style of platforming in their new Smurfs 2 
game.) Of course, WayForward would still be my pick to 
helm this Remastered version, but I think any studio that 
has made a platformer that features throwing items, 
players and enemies could do a fantastic job at bringing 
the Rescue Rangers back to prominence. 

| mean, sometimes some crimes go slipping through 
the cracks, but these two gumshoes are picking up the 
slack, right? Ch-ch-ch-Chip 'N Dale! - NEAL 


dvere 


In The Magic Kingdom 


CAPCOM 


JUNE 1990 


CAPCOM 


JULY 1991 


ADVENTURES IN THE 
MAGIC KINGDOM 


BACK WHEN ADVENTURES in the Magic Kingdom 
launched on the NES, I had never been to any Disney 
theme parks. My first trip wouldn't come until a couple of 
years later, so this was the best way for me to experience 
what Disney World or Disneyland had to offer. Luckily, 
Adventures in the Magic Kingdom came about right when 
Capcom was in the middle of their amazing run with 
Disney licensed games, so the experience was quite a 
wonderful one. There have been a few other titles along 
the years that tried to capture the theme park experience 
inside of a game, but Adventures in the Magic Kingdom 
still remains the cream of the crop. 

I think out of all of Capcom's classic Disney games, 
Adventures in the Magic Kingdom is the one that's most 
ripe for a Remastering. There's just so much more you 
could do with the game now! First off, Capcom could go in 
and remake every single attraction in the game to better 
match up with how things look in today's theme parks. 
Disney often updates their rides with new features and 
experiences, so you can bet that there's plenty to revamp 
in the NES game. Just look at how important the Pirates 
of the Caribbean brand is now to Disney. There's a wealth 
of content and new ideas just waiting to be applied. 


THE 
LITTLE MENO | 


DISNEY'S 28TH ANIMATED film, The Little Mermaid, 
splashed into theaters in 1989 to commercial and critical 
success. The film was a supremely important one for 
Disney, revitalizing the animation studio with a grandiose 
Broadway-style approach to the music (helmed by Little 
Shop of Horrors composer Alan Menken), and setting the 
stage for the modern Disney musical as we came to know 
it. 

So naturally, it had its own video game. Capcom 
teamed up with the Mouse House once again to make a 
very playable NES licensed title that still holds up well 
today. Players control Ariel in her mermaid form through- 
out the adventure, which means you'll be devotin’ full 
time to floatin' under the sea (Sebastian would be 
pleased). Unlike in the movie, however, it seems nearly 
every sea creature is out to get Ariel in this game, so our 
scaly heroine must entrap her foes in bubbles shot from 
her tail. She can also toss seashells at enemies and 
obstacles to defeat them, or even grab bubblified crea- 
tures to throw at others. In the meantime, observant 
players might discover the occasional treasure chest that 
contains upgrades for Ariel. 

The "catch and release" mechanic makes the game 


Adventures in the Magic Kingdom is also one of the 
few games out there that is just screaming for DLC. As 
Disney updates their theme parks with new attractions, 
Capcom could add those into the Remastered version of 
their game. There are literally hundreds of new rides that 
aren't represented in the original game! As Disney opens 
up new adventures in their parks, Capcom could work 
those into the game. They could even populate the virtual 
park with characters that appear in new Disney movies. 
The possibilities are certainly endless. 

With the millions of hardcore Disney fans out there, a 
constantly evolving Remastered edition of Adventures in 
the Magic Kingdom just makes too much sense. Hey 
Capcom, make it happen! - KEVIN C. 


MES r 
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feel a bit similar to Chip 'N Dale 
at times, especially during the impressively large boss 
battles. And like most of the NES Disney games, The Little 
Mermaid is a bit brief (at just over five stages) and fairly 
easy so that newer gamers won't be afraid to get their 
feet wet. The fun graphics, bouncy music and inspired 
gameplay mechanics still make for an all-around fun 
time, though, so if you get the chance, don’t hesitate to 
dive right into this one and be part of Ariel’s world. 
These water puns are starting to run dry, so I'd like to 
point out one last observation: the box art for this game 
is particularly strange. The only smiling characters are 
the two slippery eels, Flotsam and Jetsam. All the heroes 
shown are making confused and suspicious expressions, 
and it strikes me as hilarious. - MATTHEW 
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TALESPIN 


CAPCOM’S NES TITLE TaleSpin, іп an ironic parallel to 
the cartoon it’s based on, is a technically adequate but 
mostly shallow affair that never lives up to the standards 
set by DuckTales or Chip ’N Dale: Rescue Rangers. Players 
control Baloo (of Jungle Book fame . . . | never really 
understood where he got his pilot’s license!) aboard his 
plane in a (mostly) horizontal shooter, dodging attacks 
from pirates while collecting cargo along the way. 

In a unique twist on the shooter genre’s normal forced 
forward scrolling, Baloo can roll his ship upside down to 
reverse the screen’s scrolling and move backwards, 
allowing players to search the level for more loot and 
providing a sense of exploration mostly unseen in 
shooters of this early era. At regular intervals, Baloo can 
upgrade his ship for enhanced maneuverability and fire- 
power; however, that chance to upgrade later makes his 
default movements sluggish and his weaponry slow to 
fire - making the earlier parts of the game a chore to 
play through and setting up a feeling of mediocrity that 
TaleSpin never manages to shake. 

The difficulty level increases gently, and although a 
few failures are inevitable for a first-time player, the 
game itself is not particularly challenging to finish. Unlike 
most of Capcom’s other licensed NES titles, TaleSpin does 


DARKWING DUCK 


AS YOU CAN already tell, Capcom’s string of Disney 
tie-ins during the NES days were almost all great — but 
one of the company’s best (and one of my personal favor- 
ites) was Darkwing Duck, a Mega Man-esque platformer 
based on the popular animated series. Both the game 
and the cartoon starred Darkwing Duck himself, a 
would-be superhero who vowed to protect the city of St. 
Canard from a colorful cast of villains (think an avian 
version of Batman, except not quite as well off financially 
and not nearly as competent). 

Like other platforming heroes, Darkwing would have 
o leap over obstacles to navigate the game's six stages, 
but his sole method of attacking foes was his signature 
Gas Gun. Just as in the cartoon, the Gas Gun could be 
augmented with different gasses, which players could 
pick up as they traveled through a stage. Each gave the 
gun a different ability; one type of gas allowed Darkwing 
o shoot arrows, which could be stuck to walls and scaled 
to reach inaccessible platforms, while another allowed 
him to launch two lightning bolts diagonally across the 
screen, damaging any foes that happened to be caught in 
their trajectory. 

unfortunately, as interesting as the Gas Gun was, the 

game made very little use of its versatility, and its overall 
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not afford the player the choice of 
level order; stages are presented in an entirely linear 
fashion, and the game can be completed within an hour. 
The music is oddly lackluster; TaleSpin's catchy theme 
song falls flat on the title screen, and an overall lack of 
effort with presentation permeates the entire experience. 
Sprites are proficient, but lack the charm seen in 
DuckTales or Chip 'N Dale, with stage environments 
feeling sparse and empty. 
Credit must be given to Capcom for trying something 
besides a platformer with TaleSpin, and it did introduce 
some interesting mechanics to the shooter genre. 
However, it ranks in low on our wishlist of games to get 
Remastered. There would be plenty of opportunities to 
address design problems in a remake, but other games 
are more deserving of the time and effort. - ROBERT 


brevity kept it from reaching the same 
classic status as some of Capcom's other titles. Those, 
however, are also a couple of the reasons why Darkwing 
Duck would be a perfect candidate for the Remastered 
treatment. While the original title featured some of the 
most recognizable villains from the series, there were a 
few noticeable omissions, including Darkwing's archnem- 
esis, Negaduck. Capcom could expand the adventure with 
new levels and incorporate these missing foes as their 
bosses. The studio could also introduce new gas powers, 
adding a bit more variety to the gameplay - imagine а 
new grappling attachment that would allow you to swing 
across chasms and reach new areas. The game is rife with 
potential, which is why it's so deserving of a remake. 
After all, what better follow-up to DuckTales: Remastered 
than the spin-off of DuckTales itself? - KEVIN K. 


(Тұ Sime? 
(7) tO} Ne 
205 (292 ) 


HI- SCORE 
16700) 


CAPCOM 
DECEMBER 1992 


THE MAGICAL QUEST 


STARRING MICKEY MOUSE 


AFTER FOUR YEARS of letting other characters from 
other cartoons and other movies step into the starring 
roles of their NES titles, Disney finally brought back their 
main mouse to take their first steps into Nintendo's new 
16-bit generation - and Capcom finally got the chance to 
make a Mickey game. They only published Mousecapade 
on the NES, remember, so The Magical Quest was the 


company’s development debut for Disney’s biggest brand. 


And magical it was. This game was vibrant - it 
breathed life and wonder, right from its first moments. 
Mickey appeared and was animated with more emotion 
and expressive motion than ever before, running and 
jumping across a twisted Jack and the Beanstalk-like 
world, picking up blocks and fruits and flinging them at 
any enemy silly enough to get in his way. It was a playful, 
altogether fun representation of Mickey through 
gameplay design - much more in keeping with his char- 
acter than the ninja stars of Mousecapade, | must say. 

Of course, Mickey’s character has always been a 
changeable one - throughout his decades of classic short 
films prior to this game, he'd already held countless dif- 
ferent jobs and worn an untold number of different hats. 
Smartly, then, Capcom adapted that aspect of him too. 


FEATURES 


070 


Grabbing and flinging things was just the play style of 
"normal" Mickey. He could also find and swap into three 
other costumes in his Magical Quest, each one giving him 
new abilities — he could pose as a firefighter to wield a 
water hose, sling spells as a sorcerer or use a grappling 
hook when dressed in mountain climbing gear. The diver- 
sity kept each level fresh, and this Quest was one that I 
think every player who's ever tried it wanted to see 
through to the end. 

I'd love to see The Magical Quest: Remastered, and as 
it's one of Capcom's most loved and well-regarded games 
on this list, its likelihood must be high. It would be hard 
to improve on the charm of its original 16-bit style, but 
who deserves the effort more than Mickey? - LUCAS 


AR voume A. US 190 самом 


COVER STARS 


THE TIMING COULD not have been better. Nintendo's rise to promi- 
nence in the late '80s coincided perfectly with the arrival of a new 
lineup of cartoons that would come to be known as The Disney 
Afternoon. And with those cartoons came the series of Disney-based 
video games from Capcom that we've been discussing here - many of 
which, as it would happen, made excellent covers for Nintendo Power. 

DuckTales was the pioneer, gracing the cover of the September/ 
October 1989 issue, followed soon after by Disney Afternoon stable- 
mates Chip 'N Dale: Rescue Rangers and Darkwing Duck. The Disney 
Afternoon's stars wouldn't be the only ones to shine, however; for the 
deluxe-sized January bonus issue, Volume 44, Mickey would give Pete 
a good hosing-down as they shared a special fold-out cover. And 
Volume 55 would later feature the antagonists from the film Aladdin, 
Jafar and lago, front and center. 

That wouldn't be the last time Disney graced the front of the 
magazine, though; many years later, we would see Tarzan, The 
Magical Mirror Starring 
Mickey Mouse, Epic Mickey 2, 
Epic Mickey: Power of Illusion 
and three different Kingdom 
Hearts games appear on 
various volumes of the maga- 
zine's 285 total issues. With 
such a tenure, it almost feels 
like Disney's games were as 
much a part of Nintendo 
Power as even Mario or Link! 
- DAVID 
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DUCKTALES 2 


THE OVERALL PREMISE of our feature here has been 
equal parts retrospective and prediction, as we're both 
looking back at the full line of classic Capcom/Disney col- 
laborations and also putting forth our best guesses about 
which of them, if any, will be the next to be Remastered if 
the DuckTales remake proves to be as much of a hit as we 
think it will. Well, it’s hard to argue against an existing 
sequel being in the best position to be that follow-up. 
DuckTales 2 was a late-gen NES gem that did the things a 
good direct sequel should - it kept what worked from the 
first game, then added new elements to it. 

Uncle Scrooge's cane became even more versatile as 
his pogo jumping and golf swinging mechanics were 
supplemented with new actions. You could now latch 
onto hooks hanging from walls as a new means of loco- 
motion, and certain objects could be grabbed and pulled 
by the crook on the end of the cane, too. What's more, 
new "Cane Adapters" could be collected to enhance the 
powers of the simple staff even further, like, say, giving it 
the ability to break previously unbreakable blocks. 

The new actions gave each stage more interactivity, 
which helped to make the game overall feel a bit more 
robust - though the number of stages was still the same 
as before, with only half a dozen total. 
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DuckTales 2 also intro- 
duced items you could buy in-between rounds, giving 
some purpose to your endless cash collecting — but those 
were counterbalanced by harsh penalties, like the fact 
that your collected cash total would drop to $0 any time 
you died. If this game were to get the Remastered treat- 
ment, though, issues like that could be ironed out. 

And really, why not go ahead and do it? Tons of assets 
will transfer over, the voice actors are already collected — 
a DuckTales 2: Remastered just makes sense. Truthfully, 
when DuckTales: Remastered was first announced earlier 
this year, it was my immediate instinct to think that the 
levels from this title would be integrated in with the origi- 
nals to make for a longer adventure overall. I'll happily 
take them in the form of a sequel, though! - LUCAS 


THOUGH WE'VE FOCUSED our attention in this feature on Capcom's NES and SNES titles, that 
home console side of things really only represents half of the story, Throughout this same time 
period of the late '80s and early '90s, many of these same games were also showing up on 
Nintendo's original monochrome portable, the Game Boy. In fact, many older gamers who look back 
on this era are nostalgic specifically for these handheld editions - they may not have even played 
the console equivalents (as you'll learn more about in our interview with Austin Ivansmith, a little 
later on). 

Console "equivalents" may be a misnomer, though. The Game Boy tried its best to emulate the 
same experience that NES players were getting through their TV screens, but technical limitations 
had to be factored in - the handheld unit's screen resolution was a whole lot less, the color palette 
was simply black, white and two in-between greys (or four shades of green, when these games first 
debuted), and the audio often had to be simplified too (though Game Boy did support stereo). 

You'd think, with all those compromises, that all Game Boy games would immediately be second- 
best at best. But this was Capcom. Capcom's designers of the Disney collaboration era were wizards 
at getting absolutely every bit of power and potential out of the Game Boy. The Mega Man games of 
the day are great examples as well - they're more than capable, and still hold up as excellent com- 
panions to the console versions. Making a great NES game was impressive. But making a great Game 
Boy game? Overcoming all of its limitations? That was a true achievement. - LUCAS 
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Goor TRooP 


LIKE OTHERS ON this list, Disney's Goof Troop is some- 
thing of an overlooked gem in Capcom's catalog and the 
Super NES library as a whole. Being the fifth cartoon in 
The Disney Afternoon's lineup meant that it came about 
four years after DuckTales first hit the scene, when many 
a Power Player who had joined Scrooge on the moon was 
coming of age and looking to other, more "mature" 
games to play. It's ironic, then, that the Goof Troop video 
game was actually the brainchild of one Shinji Mikami, 
who would go on to create some of the most deserving 
M-rated material the industry has ever seen in the first 
four Resident Evil titles (as well as those which came in- 
between), along with Dino Crisis and God Hand. 

Goof Troop varies from the Disney titles that come 
before it, in that it's less action-based and focuses a bit 
more on puzzle-solving that's reminiscent of the sort 
found in the Legend of Zelda games, something which is 
magnified even more when you consider it shares the 
same 3/4 perspective and even features a hookshot-like 
item. Where it differs from The Legend of Zelda, but more 
closely resembles Chip 'n Dale: Rescue Rangers, is in the 
fact that the game can be played by two players simulta- 
neously. Naturally, while one could hinder the other's 
progress, it's usually better to use teamwork to survive 
and thrive. 


ALADDIN 


MORE THAN ANY other game on this list, Disney's 
Aladdin is most frequently still talked about by gamers 
today - and that's because this SNES classic is perpetu- 
ally locked on one side of a seemingly never-ending 
debate. Its opponent is the Aladdin game that the Sega 
Genesis got, which differed substantially from this one – 
it had Aladdin wielding a sword, its animation style was 
totally different and it was, in general, thought to be the 
superior title. 

If you were a Sega fan, that is. Nintendo loyalists more 
commonly side with Capcom's SNES version, of course, 
and it's just one of those arguments that will never be 
fully resolved - having begun right in the middle of the 
16-bit console war and destined to continue forever. 

How interesting would it be, then, if Capcom were to 
spice up that now 20-year-old debate by re-issuing its 
take on Aladdin in a new, Remastered form? The timing 
would be perfect (if they got to work quickly), as the 
game's 20th anniversary is approaching this November. 
The film is even still relevant now, two decades after its 
release, as a Broadway adaptation is being prepped to 
debut next year. 

And talk about giving WayForward a chance to go wild 
with their visuals - Aladdin offers some of the most 
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So what could a Remastered version bring to the table? 
Though the 16-bit visuals do shine, even by Capcom's own 
standards of the day, a more cel-animated appearance in 
line with what DuckTales is getting would unquestionably 
be welcomed. Similarly, an updated soundtrack is a must 
— if for no other reason than to hear Goofy give off his 
trademark yell at appropriate times. But the biggest 
thing that a Goof Troop: Remastered could add would 
have to be online multiplayer. One is fun, but two is a 
must as Goofy and his son Max make a better team than 
individual heroes. What might make it even more inter- 
esting is if the developers were to take advantage of the 
modern 4-player standard and incorporate Pete and P.J. 
into the mix with some bonus content. - DAVID 
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memorable, most magical set pieces in Disney film 
history. The tranquil magic carpet ride through the sky 
with Princess Jasmine, or the fast and fiery escape from 
the collapsing Cave of Wonders. The city of Agrabah in 
the desert sun, and the realm of wishes hidden inside the 
Genie's Lamp (which wasn't part of the movie, but was 
part of the game). 

To top it all off, the gameplay of this take on Aladdin is 
still spot-on with its precision platforming to this day. He 
may not wield a sword in this version (contrary to the box 
art), but our buddy AI acrobatically flips, springs and 
does handstands all the way through the final confronta- 
tion with the villainous Jafar. I'd love to play through it all 
over again, and in glorious Remastered HD. - LUCAS 
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Снір“М DALE: 
RESCUE RANGERS 2 


THIS SEQUEL TO the famous Chip 'N Dale: Rescue 
Rangers was developed in Japan and released in the USA 
almost four years after the show went off the air. While a 
sequel might have seemed like an odd choice by then, the 
first game still had immense popularity thanks to its tight 
gameplay and memorable two-player experience. 

Chip 'N Dale 2 is a rare title to find today because it 
was released so late into the NES' life cycle, and its 
upgraded graphics make it compelling to seek out as well 
— but, truthfully, the story, design and music all seemed 
to take a wrong turn in this sequel. 

The unskippable cutscenes were hard to sit through, 
and began with the Rescue Rangers' nemesis Fat Cat 
escaping from jail. He then plants a bomb, traps Chip and 
Dale in a freezer, takes an ancient urn and releases its 
ghost and takes over an amusement park. (All in a day's 
work for a Disney villain.) Fans were disappointed by 
limiting the cameos of the other Rangers to cutscenes, 
where they had larger roles in the first game. The 
beloved map screen from the first game was also cut, and 
a sequel with fewer levels than the original was hard to 
swallow. 

Assets from the first game (and some other Capcom 


THE GREAT CIRCUS 
MYSTERY STARRING 
MICKEY & MINNIE 


MICKEY'S COLORFUL ADVENTURES on the SNES 
continued with a sequel to The Magical Quest called The 
Great Circus Mystery Starring Mickey and Minnie. This 
time, Mickey brings Minnie along for the ride, making for 
an interesting dynamic. Managing what few platformers 
were able during that time and beating the Mario series 
by 15 years, the game included cooperative drop-in 
gameplay, an improvement over the alternating 
gameplay of its predecessor. If you had a friend nearby, 
you could control both Mickey and Minnie simultaneously. 
The game began with the mysterious disappearance of 
some circus-goers, including Donald and Pluto. Mickey 
and Minnie arrive late and find the show abandoned, save 
for some shady characters. But though the mystery 
begins at the circus, it eventually spans a number of 
other locations throughout the land - including a jungle, 
a haunted house, a cave, some frozen plains and, finally, 
the baron's castle. As usual, it turns out that Mickey's 
nemesis Pete is behind the mischief, and you'll fight him 
and his goons in various forms throughout the game. 
The Great Circus Mystery continued Magical Quest's 


games if you pay attention), were 

re-used and level design was lackluster. 

Often the levels were too easy, being largely bereft of 
obstacles or enemies. But hey, at least we were collecting 
Rescue Rangers icons instead of flower icons! 

The bosses of each of the nine levels were the game's 
real high point. Each boss had great design, great art, 
and presented a decent challenge. (Though the real chal- 
lenge came from surviving the boss music.) 

The game was a quick play and was still fun despite its 
flaws, especially with two players - Chip could still pick 
up Dale (or vice-versa) and fling him around. Reviewers 
of the time gave it high marks, but lamented the fact it 
did not have a 16-bit version. With the first Chip 'N Dale in 
a strong position to be Remastered, this one may yet live 
again. (Just Remaster that boss music, please.) - BRETT 
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costume system. The game first introduces a "sweeper" 
costume that includes a battery-powered vacuum cleaner 
that can suck up certain objects and enemies, which get 
converted to coins. Found in the jungle, a safari costume 
enables the Mice to climb walls and swing from hooks. 
Finally, a cowboy costume comes with a hobby horse - it 
allows the pair to bounce around and jump higher, and 
includes a cork pop-gun and special dash attack. Once 
collected, you can cycle through the costumes at will. 
Unfortunately, like its predecessor, the game's short 
length and low difficulty make The Great Circus Mystery a 
good kids’ game, but one that's harder for veteran 
gamers to appreciate. Worth Remastering? Only after 
Magical Quest, if that remake went very well. - AARON 
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MAGICAL QUEST3 (977 
STARRING MICKEY 
& DONALD 


WE BEGAN OUR trip back through time with Mickey 

Mousecapade, a game included in our list not for its like- 
lihood of actually being Remastered, but because the list 
just wouldn’t be complete without it. We end in the same 
way. Magical Quest 3 probably has about zero chance of 


being a game that gets greenlit for an HD remake. But it 
completed the era of Capcom and Disney collaboration, 
so we must, in good conscience, feature it before we end. 

That’s more respect than Capcom gave its own game, 
honestly, as this SNES title wasn’t even deemed worthy of 
release in America in its original form – we only got an 
official localization a decade later, on the Game Boy 
Advance. 

All of that aside, though, the conclusion to the Magical 
Quest trilogy was great fun, especially since it brought 
Donald Duck in to be Mickey's new costume-swapping 


CAPCOM partner. About time he showed up! - LUCAS 
MARCH 2004 
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IN CONCLUSION... 


WELL, CAPCOM, WE hope that our walk back down memory lane has been helpful to you. From DuckTales 2 to Chip 'N Dale, 
Darkwing Duck to The Magical Quest Starring Mickey Mouse, you've clearly got more than enough legacy content sitting in your 
back catalog to extend the new collaboration of DuckTales: Remastered into a true revival of the excellent late '80s/early '90s 
Disney partnership era – and, if you're smart, you'll keep WayForward's team in place as the developers helping you to make any 
new Remasterings happen. (They've proven both their passion and their proficiency.) 

But who's to say this new idea of remaking NES classics has to stop with only Disney titles? Dearest Capcom, surely you know 
that you've got much more than just TaleSpin tucked away in that old 8-bit closet. Why not 
bring back a title like Little Nemo: The Dream Master? Its colorful dreamscapes could be bril- 
liant if remade in high definition. Ghosts 'N Goblins? Players might be more prepared to 
endure the pain of Arthur's repeated defeats if his world were redrawn to modern standards. 

And we'd be remiss, of course, if we didn't mention Mega Man. He's been our lead News 
item, kicked off our Previews and inspired one of our biggest Dreams for the Future just by 
showing up in the new Super Smash Bros. His fans are already crying out for new games – 
they have been for years, true, but it'll be all the louder now. 

But instead of new games, why not revisit some of the best from his past? 2006's Mega 
Man: Powered Up started the classic series down this road, but it was ultimately just a one- 
shot. Don't give up, though! Don't be discouraged that a remake of the first Mega Man didn't 
light the world on fire — press on, and bring back Mega Man 2 and 3! Give WayForward the ball 
to Remaster them in HD like DuckTales, or else build off your Blue Bomber's new 3D model 
from Smash Bros. to remake the classics in bold, polygonal style. 

Hey Capcom! You've done a good thing with DuckTales. Keep it up, OK? - LUCAS MF 


JUST AN ILLUSION? 


Capcom isn't the only company who's busy bringing their classic 
Disney games back to life in the modern era, as Sega also recently 
announced that the Genesis masterpiece Castle of Illusion Starring 
Mickey Mouse is getting a new HD remake. Why are we shoving that 

piece of major news down into a little box instead of shouting it from 
the mountaintops? Well, because it isn't coming to a Nintendo 
system. (Not yet, anyhow.) It would seem like a wonderful fit for the 

Wii U, or even the 3DS, but Sega's oddly keeping it away — even 

though Epic Mickey: Power of Illusion, the game that served as a 

sequel to Castle of Illusion, just came to the 3DS less than a year ago. 
Hopefully Sega will have a change of heart and decide to let Nintendo 
fans get in on the fun too – because it looks like a great update. 
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COMIC BREAK 


The sitcom starring a final boss 
and an obnoxious Әй” 5s game mascot 


І had a box of power ups 
I was Saving, and 


clearly Someone took i+... 
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SUPER MARIO ALL-STARS 
SNES, 1993 
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Few 8-bit enemies were as iconically frightening as Phanto, the devilish, 
perpetually grinning mask that would awaken and chase Mario, Luigi, Toad 
and the Princess when any of them were foolish enough to try to claim his 
key. When Super Mario Bros. 2 was remade in 16-bit, though, this stroll 
through the dream land of Subcon became a true nightmare - huge, red, 
pulsating eyes were added in the backgrounds of Phanto's key chambers, 
adding even more visual terror to the heroes’ moment of thievery. - LUCAS 
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BY THE MID-’90S, Mario had become quite accomplished in the 
fields of medicine, sports and kart racing, yet he remained a 
Goomba-stomping adventurer at heart. In search of greater thrills, he 
turned to the one genre that could adequately quench his thirst: the 
role-playing game. 

In 1996, Nintendo capitalized on gamers’ desire for more engaging 
epics with the release of Super Mario RPG: Legend of the Seven Stars 
for the Super Nintendo. Development was handled by Square, the 
premier role-playing studio behind Chrono Trigger and the Final 
Fantasy series. On audio was Yoko Shimomura, famed composer of 
Street Fighter II and later the Kingdom Hearts series. And sitting 
in the producer’s chair was of course the legendary designer 
Shigeru Miyamoto. 

On this quest, Mario partnered with the weather- 
manipulating youth Mallow, the living doll Geno, the 
headstrong Princess Toadstool and even long-time 
nemesis Bowser. The ragtag group navigated an 
eye-catching isometric overworld populated 
by familiar platforming perils and item blocks, 
on a mission to drive the Smithy Gang out of the 
Mushroom Kingdom and repair the Star Road so 
people’s wishes could once again reach the heavens. 

Combat followed the familiar turn-based RPG pattern 
of selecting an offensive or defensive text command for each 
party member to perform, waiting for the enemy to respond in 
kind, then repeating until victory was secured. Unique to this game 
was a timing system - pressing a button at the right moment would 
inflict greater damage upon opponents or more effectively defend 
against their attacks. Such a simple mechanic placed players in a far 
more active role compared to the typical RPG. 

Though it never received a proper sequel, Super Mario RPG was 
nonetheless a groundbreaking chapter in the Mario legacy. So ground- 
breaking, in fact, that it inspired not one but two spiritual successors! 
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NINTENDO’S WORKING RELATIONSHIP with Square vanished almost over- 
night once Square determined that the PlayStation could better serve its needs in 
the next generation than the Nintendo 64 - but that didn’t stop Nintendo from 
forging ahead with plans for Super Mario RPG 2. 

Development duties were passed along to internal Nintendo studio Intelligent 
Systems, best known for the Fire Emblem series. Originally billed as a sequel to 
Super Mario RPG, this new title moved away from isometric 3D during development 
and ended up adopting a paper cutout look. Thus Paper Mario was born! 

Compared to the challenging Fire Emblem, Paper Mario was tailor-made for 
adventurers getting their role-playing feet wet for the first time. This holds true for 
all the Mario RPG sub-series - these titles were crafted in such a way that both 
amateurs and seasoned veterans could enjoy the inventive battle systems and 
charming characters without having to worry about the overwhelming content load 
typically associated with the genre. 

Consider the average RPG, in which numbers are assigned to various character 
attributes, like health, attack and defense, to illustrate their relative strength. Some 
games mete out values in the hundreds or thousands to create the illusion of 
incredible power. By comparison, Paper Mario’s values run in the single and double 
digits. By keeping stats so low, Paper Mario offered comfort to those for whom 
larger numbers might have acted as a psychological barrier. 

Paper Mario retained the timing-based battle system established in Super Mario 
RPG, while placing greater emphasis on choosing appropriate attacks 
for various enemy types. Instead of using a traditional party 
system, Mario received assistance from a single, indestruct- 
ible support character at a time. Though your partner 
could at worst be temporarily incapacitated, only 
Mario’s survival mattered. 


IF PAPER MARIO could be considered the first 
cousin in relation to Super Mario RPG, Mario & Luigi 
would be the half-brother. That’s because AlphaDream 
Corporation, the developer of the Mario & Luigi series, 
consists of several former Square employees who worked on 
Super Mario RPG. On top of that, composer Yoko Shimomura remains 
on board to grace players with her musical finesse. 

For the first time in his career, Luigi received top billing alongside his older 
brother. No longer а "Player One" and "Player Two," the duo operated as a single 
unit, lending to puzzles and combat scenarios that relied on cooperation. 

Mario & Luigi: Superstar Saga on the Game Boy Advance established the ground 
rules of the two-as-one dynamic. Both brothers appeared on-screen while exploring 
the Beanbean Kingdom, and each could perform independent actions with the press 
of the A or B button. To clear gaps, both had to jump in unison; to explore small 
holes, Luigi would flatten Mario with his hammer; and so on. 

Combat took the timing system from Super Mario RPG and greatly expanded its 
scope. All new Bros. Attacks required you to alternate button inputs between Mario 
and Luigi to successfully execute a stylish move. During the defense phase, you 
would have to pay close attention to enemy patterns and push A or B to either 
dodge or counterattack. 

Mario & Luigi’s twist on turn-based battles was intense, a natural evolution of 
the mechanics in Super Mario RPG and Paper Mario. The highest level of play 
demanded reflexes typically reserved for platformers, but even if your skills weren’t 
honed to perfection, the game offered ample opportunities to improve yourself. 

Continuing the trend of quality writing in Mario RPGs, dialogue and characteriza- 
tion were second to none. The mischievious henchman Fawful in particular became 
a fan favorite thanks his hilariously awkward sentence structure and poor grammar. 

But the big winner was Luigi, who fully embraced the personality established in 
Luigi's Mansion and the '90s cartoon, The Super Mario Bros. Super Show!. Nervous 


Aside from its distinctive art style, 
Paper Mario is perhaps best remem- 
bered for its humor and quality of 
writing. The story itself was nothing 
spectacular — Mario must stop Bowser 
from doing bad things - but the 
dialogue gave characters an unusual 
level of depth for a Mario game. 
(Which is ironic, considering everyone 
was literally as flat as cardboard!) 

The strong writing and character- 
ization carried into the sequels, 
starting with Paper Mario: The 
Thousand-Year Door. Not only did The 
Thousand-Year Door draw upon the 
power of the GameCube to further 
flesh out the papercraft aesthetic, it 
also incorporated Mario’s wafer-thin 
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and cowardly, Luigi would express 
apprehension in the face of danger. 
Meanwhile, his lack of exposure in 
prior Mario games meant that many 
non-playable characters didn’t 
remember his name - Bowser would 
even refer to him as "Green ’Stache"! 
Mario and Luigi kept to themselves 
as opposed to rolling with the typical 
multiple-character RPG crew, but for 
the DS sequel, Mario & Luigi: Partners 
in Time, the brothers leaped into the 
past to team up with their infant coun- 
terparts. During particular segments 
in which the young and old pairs 
parted, one group would be controlled 
on the top screen while the other 
would be directed on the bottom. And 
during battles, the extra real estate 
provided by the dual screens was 
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physique into field exploration by 
granting him special paper-based 
abilities, such as folding himself into 
an airplane to glide over wide gaps or 
flipping sideways to squeeze through 
narrow spaces. 

Combat was more or less identical 
to its predecessor’s, except now your 
partners possessed health meters. The 
need to defend your sidekick added 
some slight complexity to battle 
strategy, but once again, only Mario’s 
defeat would result in a Game Over. A 
fun addition to battle scenes were 
spectators observing the fight as 
though it were a stage play; excellent 
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sometimes exploited by enemies for 
aerial assaults. 

The second DS installment, Mario & 
Luigi: Bowser’s Inside Story, cast the 
King of the Koopas in the role of 
unlikely hero after he accidentally 
swallowed the Mario Bros., leaving the 
Mushroom Kingdom in peril. On a 
mission to reclaim his castle from 
returning Superstar Saga villain 
Fawful, Bowser scoured the land by his 
lonesome, battling enemies using 
overpowering force. Meanwhile, Mario 
and Luigi navigated the interior of 
Bowser's body, fending for themselves 
against the strange organisms living 
within. 

Expanding upon the series' core 
cooperation mechanics, actions that 
you performed at the micro- or macro- 
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battle performance would attract 
more audience members, whose 

applause would refill your special 
abilities meter. 

Super Paper Mario on the Wii 
marked a huge departure from the 
previous two titles. Instead of a tradi- 
tional RPG, it was a side-scrolling plat- 
former with hop-and-bop combat 
reminiscent of classic Mario games, 
though attributes could still be raised 
by gaining experience. The big hook, 
however, was that Mario could "flip" 
the world at any time, switching from 
a 2D to a 3D perspective to reveal 
hidden items or paths around formerly 


scopic level would often effect change 
in the other. For example, Mario and 
Luigi would stimulate Bowser's biceps 
to grant him a temporary boost in 
physical strength. Conversely, Bowser 
would consume large volumes of 
water, filling his stomach and allowing 
the brothers to swim to otherwise 
inaccessible areas. Cooperation 
extended to battles as well, since 
Bowser could inhale certain enemies, 
leaving Mario and Luigi to finish off 
the ingested foes. 

The fourth chapter in the saga, and 
our cover game for this issue, is Mario 
& Luigi: Dream Team for the 3DS. It's 
another milestone for the green-clad 
younger sibling, who serves as the 
primary focus of this adventure. 

Similar to how the brothers navi- 
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impassable obstacles. 

The series doubled back to RPG ter- 
ritory with last year's Paper Mario: 
Sticker Star, but the old battle system 
did not make the return journey. 
Instead, collectible stickers repre- 
sented Mario's familiar suite of tech- 
niques. Only by activating stickers 
could Mario perform actions in battle. 
— and there was no safety net, so if 
you ran out of stickers in battle, you 
had no choice but to flee (a design 
aspect that met with some criticism). 

Hopefully the series won't get stuck 
with that last game, as with its 
inspired art, humor and ever-evolving 
play mechanics, Paper Mario still has 
tons of potential hiding in its folds. 
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gated Bowser’s bowels in Bowser's 
Inside Story, Mario now dives into 
Luigi's subconscious, populated by an 
infinite number of dreamy Luigi clones 
- clones that can be harnessed in 
battle in some pretty wild ways. 

There are parallels in exploration 
elements to Inside Story as well, as 
manipulating the sleeping Luigi's face 
with the stylus can effect change in 
the dream world Mario explores – but, 
for more on all that, we'll let you flip 
to page 70 for our full review. 

For Mario & Luigi, each new sequel 
brings us further refinements of the 
series' signature partnership dynamic, 
and as long as the brothers are willing 
to carry one another into each new 
mind-bending fray, there's no telling 
how it will continue to develop. ме 


Pac-Man first broke onto the scene in 1980, taking the world by 
storm. He's since been a persistent presence in gaming, even if 
his star has lost some of its shine. Things are looking up for him in 


2013, though, so this is where we look back at the Pac. 


SNES & Genesis, 1994 


Since Pac-Man’s original run of arcade games 
had him simply navigating a maze to devour 
dots and evade ghosts, no one could have 
imagined what his first numbered sequel 
would bring: a point-and-click-styled puzzle 
adventure game in which you don’t even 
control Pac-Man! Instead, you use a slingshot 
to help influence his actions . . . when he's not 
in a bad mood, that is. 


GameCube, 2003 


A Pac-Man game not developed by Namco? While 
Pac-Man Vs. isn't the first time such a thing has been 
done, it is by far one of the most noteworthy, thanks to 
the fact it was designed by none other than Nintendo's 
own Shigeru Miyamoto! Bundled with several of 
Namco's GameCube games, this title was similar to 
playing tag, as three players controlled ghosts and 
tried to catch the Pac-Man player while Mario's voice 
provided running commentary. 


Xbox 360, 2007 


Pac-Man Championship Edition would help further revive classic Pac-Man 
four years later with the accompaniment of glorious '80s neon graphics 
and a thumping techno beat. Players are given a fixed time limit during 
which they are tasked with racking up the highest score possible. Dots 
cover select portions of the chosen maze, and as you finish each section, a 
new maze full of dots appears on the opposite side of the screen. With each 
new maze also comes a new set of Power Pellets, allowing you to gobble 
ghosts for extra points – and more still, if you can eat several in sequence. 
The best scores would appear to the world on a massive leaderboard. 


NINTENDO OPENED A veritable Pandora's Box upon 
the gaming community when it revealed that Solid Snake, 
athird-party character, would be the first of his kind to 
join the Super Smash Bros. roster. He would later be 
joined by none other than Sonic the Hedgehog, but many 
fans still wanted more. At E3 2013, Nintendo gave them 
just that as they revealed Mega Man would be yet another 
to join the fight. However, this is one situation where 
feeding someone more of what they want does not sate 
them, but merely causes them to want even more still. 

Sort of like Pac-Man himself, who many believe to be a 
shoe-in as far as any further third-party additions to the 
Smash roster go. 

Naturally, the biggest case for Pac-Man becoming a 
new challenger is the simple fact that Namco Bandai is 
the developer of the game (under the watchful eyes of 
series creator Masahiro Sakurai, of course), so it's hard to 
imagine him not joining in the fray. But for some, that 
reason isn't enough; after all, Namco Bandai also has 
actual fighting game franchises such as Tekken and 
SoulCalibur in their portfolio, so why not a character from 


one of those series instead? 

Simply put, Pac-Man fits in better than they do, and is 
more ingrained into the Nintendo culture. Sure, Link was 
a guest-combatant in SoulCalibur II, and Tekken Tag 
Tournament 2 for Wii U featured a number of Nintendo- 
themed costumes, but those were more a matter of 
Nintendo elements be included in Namco Bandai titles, 
rather than the other way around. Meanwhile, Pac-Man 
and his cast have been playable characters in not one, 
not two, but three installments of the Mario Kart Arcade 
GP racing games. (The third one is in development now.) 

Need more convincing? Well, it could be as simple as a 
matter of playing favorites — do note that Pac-Man Vs., as 
seen above, was designed by none other than Shigeru 
Miyamoto himself. And part of that comes from 
Miyamoto's own admission that when it comes to favorite 
video game characters, his isn't Mario, but Pac-Man. 

Between Namco Bandai's role in development, Pac- 
Man's prior participation in Kart games, and Miyamoto's 
own favor, what more convincing could you possibly need 
that the Pac is ready to lay down the smack? - DAVID 


What's with all the big video 
game heroes wearing gloves? 
Mario, Link, Sonic the 
Hedgehog... all of them must 
just be copying Pac-Man's 
fashion sense. 


Yoshi, Kirby, Master Higgins . . . these video game heroes are well-known the world over 
for their insatiable appetites. But before any of them came along, there was Pac-Man, 
who was created with Toru Iwatani's desire to break away from the space-shooters that 
were popular with males at the time by using a concept appealing to everyone: Eating! 
Of those to follow, Kirby's round shape would seem to be most similar to Pac's. 
In fact, Miyamoto even wanted Kirby to be yellow at one time - how awkward 
would that have been? 


His 
eyebrows 
Did you notice look like 
the shape of —> cat ears. 
= ісігі5е5? Fact. 
| 


“Wacka, маска, 
wacka, wacka.... 


Originally, Pac-Man's 
English name was going 
to be "Puck-Man," but it 

was changed to avoid 

potential vandalism. 

Interestingly enough, the 

new name was closer to 

his original Japanese 

name, "Pakkuman," 

based on the Japanese 

onomatopoeia "paku- 

The story of how Pac-Man came to paku, which is meant to 


be always comes along with a tale of imitate the sound ofa 
how designer Toru Iwatani saw a mouth opening and 
pizza missing one slice, and inspira- closing rapidly. 
tion struck. Iwatani would later 
reveal that this was only half true, 
as he had also looked at rounding 
out a Japanese character which 
means "mouth." There had been 
suggestions to add more detail to 
the character, such as eyes, but he 
refused. He believed that if they 
added eyes, then next would come 
glasses, a mustache, and that there 
would be no end in sight. Ironically, 
this would come to pass anyway, as 
Pac-Man’s popularity skyrocketed 
him into other media. In addition to 
a full face, he gained arms and legs 
with gloves and boots (now 
ns n 1 e When Pac-Man was first given feet to go with his 
td babor spherical shape, he sported a pair of red boots. But 
imita aldo with all the running he does, it makes sense that he'd 
trade up for something that looks a little more athletic. 


And look, they even have his own personal branding! 
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TO ME! 


Before we tackle the Remastered version, it's time to revisit 
the NES original - or, rather, to play it for the first time ever. 


THOUGH MOST GAMERS of my generation would 
have overlooked DuckTales entirely without the 
announcement of the new Remastered version on the 
way, I’ve thoroughly enjoyed playing it in its original 
form - it's a gem of a game. (No pun intended with the 
huge gem that Scrooge is holding in the box art over 
there.) 

When | first fired up the game and saw Uncle 
Scrooge sitting at his money-locating computer, | could 
only wonder what | would be doing in the game. | chose 
The Amazon as my first level since it was the first level 
on the list. At first, | was getting annihilated by the 
enemies - even though they mainly came in the form of 
animals with fairly predictable movement patterns. | 
managed to adapt a bit, and the enemies were fun to 
fight — especially when several of them swarmed onto 
the screen at once and | was left with only a few options 
to try and avoid damage and conserve my precious 
little life. By the time | got the end of the first level | 
had leapt over enemies, climbed vines over deadly 


BUBBA'S TRAPPED 
ІМ ІНЕ ICE? 
PLEASE HELP НІМ. 


spikes and run away from a boulder through a tunnel 
while having to simultaneously jump and activate my 
cane bounce under a low ceiling to escape unscathed 
from more spikes. 

The first level ended in a toll bridge upward, then 
through a collapsing jungle ruin — or through a secret 
passageway, cleverly hidden, that takes a skillful jump 
to get to. Once at the end of the level, | fought a jungle 
idol brought to life by bouncing off of its head. That's 
classic Nintendo style. 

Uncle Scrooge is a spry old codger and able to 
monkey - or should | say duck - his way around most of 
the foes you'll see. The game will take you all over the 
world and even to the moon in the pursuit of the 
ultimate treasure. The game is unimpressive when it 
comes to the usefulness of money, though. It's your 
main pick-up, but it only comes in handy a handful of 
times. 

The simplistic and predictable bosses leave much to 
be desired too, and the power-ups don't respawn even 
after you die — making it frustrating to have to figure 
out a segment on your second time through, when the 
first time you blasted through with invincibility. 

Other than those complaints, though, I have nothing 
but praise. This game has secret passageways, crazy 
acrobatics, and tactical moments when you decide 
whether to try and hit an enemy with a rock launched 
by your cane or to try and just bounce past. The 
gameplay reminds me of Mario in its power-ups, col- 
lectables and bosses, and of Mega Man in its jumping, 
acrobatics, unlockable items and enemies. 

Through it all, the moments I'll remember most from 
DuckTales were when I was bouncing over enemies on 
my cane to reach a ledge or grab a vine to climb to 
victory! - TEAGAN 
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LETTER FROM 
THE EDITOR 


Hey there, NF fans, and welcome to 
"It’s New to Me!" This is the first 
installment of an all-new column about 
all-old games. Same old retrospective 
stuff, right? Well, not exactly - because 
of the new writer we've recruited. 
Teagan McKenzie is an aspiring writer 
who'd love to break into the game 
journalism business. He's getting his 
first crack at it here in the pages of our 
magazine, but rather than just assign 
him some normal preview or review 
piece, I had the idea to take advantage 
of something Teagan has that none of 
the rest of us on the Nintendo Force 
team have - youth! (ІЛІ get complaints 
from some of the others for saying 
that.) But yes, youth. Teagan's still a 
teenager, and because of that I think 
he has a unique opportunity in writing 
about old games - specifically, games 
released before he was born. | could 
easily write a retrospective piece on a 
game like DuckTales myself, but, if | 
did so, my perspective would be 
colored by my first experiences with 
the game decades ago - I'd remember 
it from my childhood, and that sense 
of nostalgia would affect my point of 
view. Teagan, though, is in the envious 
position of being able to play NES and 
SNES era games with totally fresh 
eyes. How will that affect his opinion 
of them? | have no idea! But we'll find 
out together. So enjoy "It's New to Me!" 
- LUCAS 
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NF: How long have you wanted to 
work in the game industry, and what 
was your first big break? 

My first big 
break was straight out of college in 
2005, working on arcade titles in the 
San Jose area as an intern at 
UltraCade Technologies (which was 
later bought by Global VR). It was an 
amazing experience because | was 
working predominantly with Atari 
veterans, which was really cool - | was 
working side-by-side with the guys 
who created some of my favorite 
arcade games: Star Wars, Gravitar, 
Area 51, San Francisco Rush 2049, 
Night Driver and apparently a ton of 
prototypes that never saw the light of 
day. It was great for me because I'm 
like a sponge - every day | was getting 
development advice and all kinds of 
insider stories about the arcade 
industry from the people who lived it. 

I'm almost ashamed to say that I 
haven't always wanted to work in 
games. Back in the '90s, working in 
video games wasn't really an option 
known to a lot of people - especially 
kids. It wasn’t until about 2000 when | 
realized, "Hey, | can go to school for 
this?" It just made sense after that. 
But before that, for as long as | can 
remember, my dream was actually to 
be a Disney animator on feature- 
length animated films. | had always 
loved to draw, and never took to 
comics too much, but animation was 
always something that amazed me. 


© Disney 


I've always been a fan of good ani- 
mation without really knowing it too, 
because only recently Matt Bozon 
(WayForward's Creative Director) 
revealed to me that '80s shows like 
Heathcliff, Inspector Gadget, Captain 
Power and The Littles were all 
designed and animated in Japan and 
have that "anime" feel to them. So 
being such a huge fan of animation, 
the opportunity to work on this fran- 
chise was mind-blowing because I'm a 
huge fan of amazing game animation 
like Earthworm Jim, Aladdin and 
Street Fighter III, and I really feel 
DuckTales: Remastered will stand 
shoulder to shoulder with the best 
animated games. 


How did the DuckTales partnership 
between Disney, Capcom and 
WayForward come about? 

The way Capcom is telling it, they were 
in talks for months - if not years — 
before they ever came to WayForward 
for more official talks. | guess in a way 
it's like listening to a story about how 
your parents met: it's neat and all, but 
in the end you're just happy that you 
were born and that you're the most 
important person in their lives. 


Legendary game developer Warren 
Spector (Deus Ex, Epic Mickey) 
reportedly was very excited to 
develop a DuckTales game. How does 
it feel to have the job that so many 
others would love to have? 


| have to admit that | feel a little bit 
of survivor's guilt knowing I'm taking 
the reins on a project that some 
amazing designers wanted a shot at. 
I'd really love to see what Warren 
Spector would do with the original 
DuckTales license, and from what I’ve 
heard him say in a few interviews I 
feel like he would do an amazing job 
and find that balance of keeping the 
game fun in the NES version's roots, 
but also bringing the essence of the 
show and comics to the forefront and 
create a great interactive story. | 
really hope he reaches out to me 
when he gets a chance to play the 
final version because I would love his 
critical feedback. 

And to add to the survivor's guilt, 
when I was first approached by our 
Executive Producer about working on 
the project, | wasn't sure if | wanted to 
direct it. Crazy, right? 

Back when the show was in its 
prime, in my mind I was the biggest 
DuckTales fan on the planet. My family 
had every VHS tape available (two 
episodes per tape), and I'd pop one 
into the VCR of the family room, bust 
out my box of LEGOs and just sit, 
watch the show and play. But that was 
23* years ago, and all my fervent 
fandom had slipped away over the 
years and moved on to other, more 
prominent things. On top of the time 
element, my mind was elsewhere 
because my wife was pregnant with 
our first child, and | was really worried 


| wouldn't be able to give the game 
the attention it needed if my family 
needed me at any given time - 
because family is my first priority. | 
also really respect my fellow directors 
and know that a few of them were 
bigger fans of the original show and 
game than | ever was, so | was 
tempted to be nice and let them direct 
the project, but that would’ve 
required one of them abandoning 
their projects, and that wasn’t in the 
cards. 

When something like DuckTales 
comes up you start off a little pensive 
because | had literally had my heart 
broken, twice, in a six-month span 
with other games that didn’t get 
greenlit after months of pitching. It’s 
so much like having your significant 
other leave you, and in the grieving 
process meeting someone new. But 
not just anyone — someone too 
perfect, too good to be true, better 
than the person before. Of course 
you're going to be skeptical. 

On paper, DuckTales: Remastered 
had the makings of a game that could 
get cancelled early on. There were a 
lot of hoops to go through both at 
Disney and Capcom, and as a devel- 
oper you're in the dark as to the inner 
workings of those things. But credit is 
due to everyone at those companies 
who put the hard work into making it 
happen, because it didn’t get can- 
celled! And the interaction between 
Disney, Capcom and WayForward went 
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smooth as butter without so much as a 
hiccup of doubt along the way. 

After just a couple months of early 
development, it all came rushing back 
to me. | watched all the episodes all 
over again, played the NES game a 
number of times (and even my original 
Game Boy copy), and watched a lot of 
"Let's Play" videos on the Internet for 
strategies and other tidbits. After that 
felt really dumb for even thinking 
about passing on the opportunity to 
direct this game. Working on 
DuckTales: Remastered has been the 
unnest development experience of 
my life. The team at WayForward is 
he most passionate and talented 
group I have ever been around, and 
hey worked their butts harder, and 
more efficiently, than | have ever seen 
a team do before. And, to top it off, 
the fan reaction has been beyond 
surreal – especially at the PAX reveal. 
| really can't imagine getting to work 
on a more perfect game ever again, so 
I'm going to soak it up and enjoy the 
ride as much as I can, because I know 
I'll look back ten years from now 
fondly at the whole experience of 
working on this title. 


When did you first play the original 
NES DuckTales, and what did you 
think of it? 

| know I’m not alone on this, but I 
actually played the Game Boy version 
of DuckTales way more than the NES 
version. | was probably 10 or 11 years 
old when the games were released, 
and didn't even know video game 
magazines existed, so when your 
parents come home with DuckTales for 
your Game Boy you don't hem and 
haw and ask for the thing you really 
wanted. It was more like: "Radical, | 
LOVE DuckTales!" and you bust open 
the packaging and play the game for 
weeks, even if you suck at it, because 
you aren't getting another game for a 
long time. I spent a lot of time playing 


DuckTales on the Game Boy and even- 
tually beat the game, which may have 
been the first time | actually beat a 
game as a kid (either that, Breakthru, 
Super Mario Bros. 2 or Metroid II). 

| do recall going to my friends’ 
houses and sitting around playing 
games, as a lot of kids did. "Hey, let’s 
go to Austin’s house and watch each 
other play NES!" I was pretty awful, 
and preferred to watch my friends 
because they were so much better 
than | was, especially Jesse and Elliot. 
| remember everyone playing Mega 
Man 2, Battletoads, Contra and even 
DuckTales. Since | wasn’t actually 
playing the game, | assumed it was the 
same as the Game Boy version, and 
only after working on this new version 
did I realize how different they 
actually are, and I basically had to 
relearn everything from the NES 
version. 


Were their any aspects of the original 
game's design that you were afraid 
would be lost in the translation from 
NES to HD consoles? 

| was worried that something as 
simple as walking above the camera 
boundary would be weird for a lot of 
players. Because of the aspect ratio of 
HD screens we had to make the diffi- 
cult decision of doing away with the 
giant black bar for the HUD that 
Scrooge walks across in the original 
game. We tried it, but for the wider 
screen Scrooge was simply too tiny 
and unintelligible on the TV. Instead, 
for secret areas we have Scrooge walk 
above the screen, which I was afraid a 
lot of people would find weird, but 
even in focus group testing with kids 
they had fun with it. 

It was also apparent early on that 
Scrooge's in-game abilities are like 
nothing modern gamers have seen. I 
generally don't like to do tutorial 
levels, but it ended up being impor- 
tant for explaining how to perform 
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Scrooge's pogo jump. The cane swing, 
too, is contextual - and so different 
from everything else out there cur- 
rently. There were some initial 
concerns as to whether this type of 
play would make sense to anyone who 
hadn't played the original, let alone 
kids, but early on in usability testing 
kids were taking to it right away like 
they were experts after first learning 
the moves. A number of kids beat 
multiple levels and bosses, even in 
early builds riddled with bugs and 
unbalanced boss designs. So it was 
great to see that the core gameplay 
made sense and was fun even for kids 
new to this style of play. 

DuckTales sits alongside games 
from a time where companies were 
trying to copy the arcade mentality 


— — 
ALES, 


-REMASTERED 


with time limits, a focus on high 
scores and heavy-handed Game 
Overs. A time limit didn’t make sense 
since we were expanding the scope of 
the game, and we want players to 
explore the level, not dominate its 
quickest path. Since the original game 
had difficulty modes, we felt it was 
important to keep them in for the new 
version of the game, which was great 
because it allowed us to make the 
Easy Mode a little easier for the new 
generation of kids without having to 
compromise the difficulty of the other 
levels for those of us who enjoyed the 
challenge of the original. 

Plus kids who develop their skills 
with the game on Easy can then play a 
game on Hard and become better 
gamers in the process! 
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The original game also had players 
focus on the score by grinding with 
the inclusion of Launchpad McQuack, 
who would take you back to Duckburg 
along with your riches — then you'd go 
play the level again. Because of the 
more story-driven nature of our game, 
we felt this was kind of a weird one-off 
of the original and didn't think it made 
much sense for current audiences. 
(But fans of the original with $70,000 
in their account when they start a 
stage are still in for a secret surprise!) 

There are a number of minor 
one-offs that experts will see are 
missing (moving platforms, in-air cane 
swing, red herring mid-air gems), but 
the thing | want everyone to know is 
that anything that is different or 
missing from the original game is a 
completely intentional decision on our 
part, and nothing was cut without a 
lot of thorough talks about the impact 
it would have on the game and how 
different it would make it from the 
original. We made sure to keep the 
core of what was great in the original 
and cut one-offs that felt out of place 
compared to that core. 


What were the things you were most 
excited to add or change in adapting 
the game for 2013? 

When we first started the project 
Disney was working behind closed 
doors to get voice acting into the 
game, and once we found out all of 
the original cast (who are still with us) 
would be making a comeback we were 
floored. The responsibility of the 
project changed from simply making 
an update to the NES game to what is 
essentially bringing DuckTales back 
from the dead. With the voice actors 
back we wanted to make sure the 


experience was more of a celebration 
of the show as well as the game 
because we knew it was a once-in-a- 
lifetime opportunity, and we just had 
to have fun with it. 

Aside from the voice acting, the 
thing most authentically DuckTales 
about our game are the visuals. For 
the characters, we spent weeks on 
their design to strike a balance 
between the look of the TV show and 
the overall shape and feel of the 
original game's sprites, because a 
Clear silhouette and an almost 
"square" shape is important to the 
classic feel of a classic game title. In 
the end our characters have a slightly 
different look than the show, but read 
beautifully at their final screen size 
during gameplay, and | couldn't be 
prouder of the look of the characters 
and how beautifully they move in HD. 

And the backgrounds got just as 
much attention to detail as the anima- 
tion. While doing an Internet search 
for reference art from the original TV 
show | ran across the work of Mike 
Peraza, one of the lead layout artists 
on the original DuckTales TV show and 
art director on The Little Mermaid. | 
contacted him to see if we could 
maybe peruse his work or get some 
high quality scans, but he ended up 
just drawing almost all of our levels 
instead. 

But what I’m most proud about is 
that for everything that is new, we 
worked hard keeping 
the feel of the game 
close to the original. 


We used the NES map layouts as the 
basis for our game and kept them very 
similar at their core. Our level 
designer painstakingly played through 
the NES game to find every hidden 
item (which are not documented 
anywhere), and on all three difficulty 
levels (because different items are 
dropped in each.) Each secret item 
from the original is either in the same 
spot or in a neighboring spot identical 
to the NES version of it. We even had 
the game running side-by-side with an 
NES emulator running off the same 
controller, built a replica Transylvania 
for mobility, then made our game 
match the jump height, pogo jump 
height, gravity, climbing speed and 
walk speeds of the NES game. In the 
end that authenticity makes our game 
feel so much like the original that, 
once people start playing, nostalgia 
takes over and the rest is history. 


Is there something super secret you 
can tell us about DuckTales that we 
haven't heard anywhere else? 
I'm a huge fan of the artist Olly Moss, 
and especially his Papercuts show 
from a few years back, where he had 
around 300 laser-cut silhouettes of 
famous characters from pop culture. 
Among them was Scrooge McDuck, 
which was for sale at $10,000,000 
(jokingly I’m sure), and we put a 
version of it in Scrooge's office with 
Olly’s approval. | can't tell you how 
happy that little nod makes me. 
There are a few others, 
mostly nods to some of 
the one-offs of the 
original game. 
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After all these years, what really 
makes the NES game so timeless? 

| theorize two reasons. First, the pogo 
mechanic is as important as Mario’s 
ability to run. It’s a challenging 
maneuver that, when mastered, 
empowers the player - and the act of 
pogo-ing (and the accompanying 
sound effect) resonate with our sense 
of accomplishment, and we get to do 
it a lot throughout normal gameplay. 
Second, and maybe most important: 
our memory of it. We all remember 
every single level and every single 
song. Of course everyone remembers 
the first two stages of Super Mario 
Bros. and could run them almost 
blindly, but what about the stages you 
warped past? Picture in your head 
Stage 5-1. | probably only played it a 
handful of times and couldn't tell you 
anything about it. But put DuckTales 
in my hands and | can remember 
every level in surprising detail. 


Finally, if you could have one super- 
power, what would it be? 

Anyone who doesn't say flight is a 
dirty liar. That being said, when | can’t 
fall asleep at night one of my favorite 
things to do is imagine what | would 
do if | could stop time. Often it 
involves opening cash registers and 
taking out something small like $5 so 
the teller doesn’t get in trouble, but 
then doing it a lot to just pay off bills 
and student loans. Then, once I’m 
financially secure, | would do little 
things to help others, ‘cause you gotta 
put the air mask over yourself before 
helping children seated beside you, 
right? But even if | lived in this dream 
world, while time was stopped, 

| bet | would be bummed | 

couldn't fly. 
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REVIEWS 


An all-new antagonist named Antasma annoys our favorite pair of plumbers in 
Mario & Luigi: Dream Team. Will the bros be able to send this bat king back to his 
belfry? And should you join them on their journey to banish the big, bad bat boss? 

Turn the page to find out! 
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In Luigi's Wildest Dreams 


MARIO & LUIGI: Dream Team is a 
light-hearted action RPG that is as 
inviting to role-playing novices as it is 
to diehard fans of the series, and yet 
another fantastic reason to own a 3DS. 
The bros’ latest adventure kicks off 
with the receipt of an invitation to the 
mysterious Pi'illo Island, a holiday 
resort built on the ruins of an ancient 
civilization centered around the power 
of dreams. With Princess Peach in tow, 
Mario and Luigi head to the island to 
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enjoy planned festivities, including 
a charming introductory tutorial 
sequence and an explanation of the 
island's storied history. True to form, 
the Princess manages to get kid- 
napped almost immediately, kickstart- 
ing an adventure across not only the 
island's lush, vibrant environments, 
but also a mysterious Dream World. 
The story is amusing and never takes 


itself too seriously, moving at a brisk 
pace and never getting in the way of 
enjoying the gameplay itself. 

The Mario & Luigi series' identity 
rests with its unique timing-focused 
turn-based battles, and the game 
quickly introduces these mechanics 
through a series of trials. Attacks are 
performed with the B and A buttons 
for Mario and Luigi respectively, with 
timed button presses allowing greater 
damage to be inflicted. Similarly, the 
buttons are used to defend against 
oncoming attacks; jumping over an 
enemy combatant mid-charge simply 
requires a quick button press with the 
correct timing, making each battle 
akin to a mini puzzle. Each enemy 
has their own "tell" before 
their attack, and success- 
fully countering the 
assault requires a com- 
bination of both obser- 
vation and quick reflexes. 


If this all sounds familiar, it's because 
the battle system remains largely 
unchanged from previous installments 
in the series; combat is easy to learn 
but difficult to master, allowing both 
RPG veterans and newcomers alike to 
quickly grasp the fundamentals. 
Thankfully, almost all explanation 
of the battle mechanics can be 
skipped at the beginning of the game, 
a wise move on Nintendo's part con- 
sidering the similarity to previous 
games, and a welcome change from 
the slow start usually expected of 
role-playing games. Losing a battle is 
as painless as retrying or loading a 
previous save file; mercifully, a hint 
mode is included for those who get 
themselves hopelessly stuck. 
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This can provide useful insight into the 
attack patterns of the enemy combatants, 
detailing how best to counter tricky foes. 

Failing a battle also allows access to an 
"Easy Mode," powering up the brothers to 
even the odds. This system allows novices 
to clear the game without sacrificing the 
difficulty level for more experienced 
players, and achieves a great balance in 
doing so. 

Traversal of the island is once again 
almost identical to past installments: 
Mario and Luigi move in single file with 
the A and B buttons serving as action 
buttons for each plumber, switching from 
jumps to hammer swings with a tap of the 
R button. Overworld exploration is a com- 
bination of light platforming and puzzle 
solving, accompanied with Metroid-esque 
backtracking as more special techniques 
for exploring the terrain become avail- 
able. The Dream World exists mostly in 
small pockets accessible from the real 
world; these often contain only a single 
puzzle, although each area in the real 
world often culminates in a longer excur- 
sion to this realm. Dream World naviga- 
tion takes place from a classic Mario 
side-view perspective with a heavier focus 
on platforming. As Luigi is required to 
sleep so his brother can enter his dreams 
and access the Dream World, Mario is 
instead accompanied by "Dreamy Luigi," 
Luigi’s Dream World counterpart who is 
able to interact with certain aspects of the 
environment by merging with them, as 
well as calling forth an army of clone 
"Luiginoids" to assist in exploration. 

The game is always clear on where you 
are meant to go next, yet as each area is 
vast and filled with many hidden secrets it 
never feels as if you are being pushed 
from one story event to the next. Rather, 
the game makes a friendly suggestion of 
where you should go to proceed with the 
main quest and then allows you free reign 
to explore the many varied environments 
of Pi'illo Island along the way. Special 
optional "Bros. Attacks" for use in battle 
must be unlocked by finding the corre- 
sponding pieces strewn across each envi- 
ronment, which greatly incentivizes 
straying from the beaten path and 
soaking in each area in its entirety. 

It’s during these Bros. Attacks when 
the depth of the combat system becomes 
apparent. Each attack is a mini-game 
requiring timed and/or rapid button 
presses, causing Mario and Luigi to work 
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together in devastating (and often hilari- 
ous) ways. Each one feels entirely unique, 
and most make great use of the 3DS 
hardware, whether through aiming using 
the tilt sensor on the 3DS, or using the 3D 
functionality to depict a shell bouncing to 
and from the background. Thankfully, any 
attacks requiring the gyroscope immedi- 
ately deactivate the 3D effect, preventing 
the action from being obscured when 
moving the system. Similar attacks are 
available in the Dream World. Named 
"Luiginary Attacks," they make use of the 
armada of Luiginoids accompanying the 
brothers there with amusing results. 

The game is beautiful; each locale 
oozes with charm and detail, and gaining 
access to a new area is an absolute joy as 
a result. The character sprites in particu- 
lar are fantastic; the dynamic, colorful 
style perfectly matches the concept 
artwork for the game, and every denizen 
of Pi'illo Island is animated with a playful 
flourish that really brings the world to life. 
Use of 3D is unobtrusive and thankfully 
rather reserved, adding a nice depth of 
field without blurring the fantastic sprites 
and environments. The music is standard 
Mario fare, with upbeat (if somewhat for- 
gettable) melodies perfectly matching the 
tone of each location. 

A bare-bones run-through of the game 
clocks in at around 30 hours for the expe- 
rienced player, although the huge amount 
of optional content can easily increase 
this duration for the completionist. That 
gives Dream Team a satisfying length – 
it's long enough to enjoy without resorting 
to tedious padding, and every minute is 
packed with witty dialogue, charming 
Characters and surprises around every 
corner. The difficulty level increases 
steadily, striking a perfect balance of 
being challenging without being gruelling 
thanks to the optional Hint and Easy 
Modes. 

Ultimately, Mario & Luigi: Dream Team 
is a thoroughly enjoyable adventure, 
packed with content and presented with a 
level of polish and charm that only 
Nintendo can deliver. It should be an 
absolute no-brainer for RPG fans to pick 
up, but its gentle pacing and engaging, 
accessible battle system also make it an 
easy recommendation for anyone even 
remotely interested in the genre. Dream 
Team is undoubtedly the best entry in a 
series renowned for its charm and quality; 
for 3DS owners everywhere, Mario & 
Luigi: Dream Team is definitely a dream 
come true. - ROBERT 


ITS LUIGINARY! 


In the Dream World, Dreamy Luigi can interact with the environment by 
merging with it, opening up countless possibilities for hilarious puzzles. 
Fusing with a palm tree allows Luigi to extend its branches by pulling on 
his mustache in the real world, depicted in 3D on the bottom screen. An 
army of Luiginoids can form a stack of Luigis to help Mario reach new 
heights, while taking the form of a clock allows manipulation of the flow 
of time. Luigi sleeping on the job has never been so useful! 
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BACK TO THE BA 


As in previous Mario & Luigi games, exploring Pi'illo Island is as simple as 
moving with the Circle Pad and pressing the A and B buttons for that sig- 
nature jump. Mario and Luigi can switch to hammers with the R button, 


allowing Mario to smash th h cracked rocks and Luigi to bonk him on 
the head, reducing him in size or even forcefully sending him under- 
ground! We get the feeling it was probably Luigi who thought this combi- 
nation move would be a good idea ... 


DREAMING BIG 


At certain points in the game, the brothers are faced with opponents too 
large to tackle by themselves, blocking their progress in the Dream 
World. Luckily, the Luiginoids are on hand to form Giant Luigi! These 

slower, dramatic battles require strategy and cunning, as well as quick 

reflexes to block enemy attacks. Each clash resembles a giant-monster 

movie, with Luigi slamming into huge foes while tiny Mario clings on for 
dear life. Now who's the big brother? 


JULY/AUGUST 2013 71 


AFTER SOME AMAZING exclusives on the 
GameCube and a rush of ports and on-rails 
shooters on the Wii, Resident Evil finally returns 
to Nintendo home consoles with ... a port of a 
year-old 3DS game. That port stigma will cause 
some to instantly write this game off, but they'll 
be missing out. Resident Evil: Revelations may 
have started out on the 3DS, but it's still better 
than most of the "main series" Resident Evil 
games released in the past 10 years. 

The game takes the ammo scarcity and 
enclosed-spaces suspense of Resident Evil 1, the 
combat of Resident Evil 4, the dodge mechanic of 
Resident Evil 3, the scanning mechanic from 
Metroid Prime and the some of the psycho-sexual 
weirdness of Silent Hill and melds them all into a 
massive, gaping, treacherous whole. 

Take Rachel, the game's most iconic enemy/ 
character. She starts off as an NPC, her face 
hidden by a bizarre haircut, and her body clothed 
in a wetsuit that reveals a wholly unreasonable 
amount of cleavage. She's killed off near 
the start of the game by The Ooze - a group 
of zombie-like, maggot-mouthed, white- 
and-sticky mutants that work as the game's 
primary threat. When Rachel then rises 
from the dead as an undead super-Ooze, 
she alternates between relentlessly stalking 
the player with creepy whispers and 
surprise attacks, or running away in 
sympathy-inducing pain and sorrow. You'll 
fear her ability to chop you up like a piece 
of meat, and feel sympathetic towards her 
for having been treated like meat by The 
Ooze (and maybe the player, too). 

Rachel represents the violent revenge of 
the stereotypical objectified female who is 
given the power to strike back. That makes 
her one of the more interesting gaming 
horror icons in recent memory. 
Revelations works to stand out in a 
few other notable ways. It's the 
first entry in the series to let the 
player swim underwater, leaving you 
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New Revelation 


RESIDENT EVIL: REVELATIONS 
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relatively defenseless as you avoid enemy attacks 
from all directions. The controls are somewhat 
clunky during these submerged excursions, but 
that only adds to the sense of disempowerment, 
working to better break up the inevitable 
"walking tank" feel that plays out towards the end 
of nearly every Resident Evil title. 

The game's pacing alternates between fast 
action, jump scares, dread, panic, intrigue, 
disgust, sorrow for the dead and that special 
brand of unintentional comedy that Resident Evil 
is notorious for. Things are split up into multiple 
episodic chapters featuring a variety of playable 
characters, flashbacks and settings. Coupling this 
structure with the impressive level of enemy 
variety helps keep things fresh. Though The Ooze 
are never far from view, you'll battle giant, 
screen-filling bosses, projectile-armed variants, 
jumping hunters, deadly wolves, toothy blobs and 
a new snail-hybrid jerk called the Wall Blister 
created just for this HD remake. 

Sadly, that's about it for new content here. 
There are new unlockable costumes for the 
game's wildly compelling online multiplayer Raid 
Mode, and some DLC that allows you to play Raid 
as Ooze Rachel and Lady Hunk or pick up some 
new guns. That's not to undersell how much 
replay value is here - Raid Mode is by far my 
favorite co-op Resident Evil experience, and being 
given new reasons to play it and new characters 
to play it as is a real treat. 

A new "Infernal" difficulty mode, Wii U-specific 
features like Off-TV Play and Miiverse integration 
round out the package, and the HD visuals look 
great - though, strangely, some of the technical 
issues of the 3DS version have also come along 
for the ride. Loading times are ridiculously long, 
and no extra coding has been added to increase 
the maximum amount of enemies on-screen. 

It's strange to see the power of a modern 
console so underutilized, but that doesn't change 
the fact that Resident Evil: Revelations is the top- 
notch, fully-featured, traditional entry in the 
series that the Wii deserved but never received. 
Better late than never. - JONATHAN 


Grab the Gauntlet 


“STRANGE JOURNEY” APTLY describes a 
foray into the kingdom of Mikado (and other 
plot-twisting locations) with a band of demons 
by your side in Shin Megami Tensei IV. This 
latest RPG from Atlus not only delivers a top- 
notch role-playing experience for the 3DS, but 
the game also stands out with a confidently 
implemented battle system, as well as a unique 
mood and setting. 

Shin Megami Tensei IV centers on a battle 
between God and demons, which is a pretty 
typical trapping for the series. This newest 
game casts you as a ponytail-wearing male who 
becomes a samurai after an early-game ritual, 
in which he also acquires a digital gauntlet. 
This plot device serves as the main thrust for 
throwing the silent hero into a demon-infused 
world. Secondary characters then provide the 
personality for the adventure, since the main 
character is a conduit for the player, with cus- 
tomizable armor and stat-building. These 
choices play straight into the battle system, 
with options to pursue a strength-based or 
magic-based character (or maybe a mix of all 
attributes). 

While the customization options are 
welcome, the blank canvas for the main char- 
acter places the weight of the story on the sup- 
porting cast, who come across as rather 
vanilla. They just can’t live up to the game’s 
core strengths: the battling system, as well as 
demon collection and fusion. 

Turn-based battles take place in а first- 
person perspective, which is nothing out of the 
ordinary for SMT. But where the game starts 
carving out its own identity is with the "Press 
Turn" system and demon collection mechanic — 
not to mention its considerable challenge. (You 
may have to restart your save file more times 
than you'd care to admit in the opening hours.) 

The Press Turn mechanic revolves around 
elemental exploits, so understanding and 
figuring out a demon's strengths and weak- 
nesses is crucial. Striking the Achilles' heel of a 
demon results in extra actions for your party, 
which can turn the tide of a fight or possibly 
end a battle before it seemingly gets started. 
But it's not only about 
the opponent. You're 
susceptible to 
elemental flaws, too, 
so even a low-level 
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enemy can prove daunting if you're not 
properly prepared. 

The concept seems simple on paper, but the 
battle system offers gratifying encounters with 
countless options because of the customization 
in creating your band of demons. Every 
encountered demon is a possible ally, if you 
can woo the opponent over to your side. 
Talking with a demon initiates a dialogue — with 
multiple-choice selections — with the potential 
outcome of swaying the demon to accompany 
you on your adventure. Yes, conversation is 
mightier than the sword in many ways through- 
out Shin Megami Tensei IV. But Atlus doesn't 
make this task easy, as each demon boasts a 
personality and desires different goods or 
promises before it'll consider entering into a 
binding agreement with you. 

After collecting a demon, the choices 
expand exponentially — it becomes time to 
either level up or fuse the demon. Fusion opens 
up a rabbit hole full of possibilities, like 
crafting the perfect ally for specific encounters 
or creating the ultimate warrior with resistant 
or repelling elemental affinities. The system's 
daunting at first — Atlus tries to ease the 
process with a companion named Mido - but 
the rewards of fusion are so satisfying that's it 
worth pushing through the many menu 
prompts and overlays. Constructing a new 
demon that's powerful feels fantastic, and 
you'll form bonds with your monsters because 
of all the time (and thought) involvement. 

The demons also feature striking aesthetics, 
thanks to colorful and large sprites. They are 
by far the visual highlights of the game, though 
proper credit must be given to the slick-looking 
- and functional - menu system too. Atlus 
killed it with this fantastic style, as it plays such 
а strong role in developing the unique mood 
and setting of the adventure. 

The music also assists in creating this cool 
atmosphere that makes Shin Megami Tensei IV 
stand out on the 3DS, not to mention games 
across other platforms. Atlus USA incorporated 
tons of voice dialogue, too, which sounds fitting 
and helps round out the secondary characters. 

Overall, though, what's really arresting 
about Shin Megami Tensei IV is its sheer 
amount of content, its depth of strategy and 
the vast quantity of demon fusions that await 
those who explore the darkest corners of this 
game. It will take weeks for players to even 
begin to understand how deep the rabbit hole 
goes, and that's exciting. - EVAN 


Bifrons 


Wishest thou to make me thine ally? 
Then offer me compensation. 


GOING OUT OF BUSINESS? 


Could this be the last Shin Megami Tensei game we'll get? 
Probably not, but some dire financial news coming out of Japan 
has given Atlus fans reason to fret recently — their parent 
company has filed for bankruptcy. We're hopeful that the situation 
will be resolved and that we can resume looking forward to future 
titles in the series without fear — like the Shin Megami Tensei X 
Fire Emblem cross-over coming to Wii U. 
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WHICH POP CULTURE 


PROPERTY STILL NEEDS 
TO GET THE LEGO VIDEO 
GAME TREATMENT? 


EMILY ROGERS 


I'm surprised 

we haven't seen 

a LEGO James 

Bond yet. There's 

a lot of potential 

there with all of 007's iconic 
stories and villains. 


BRETT MARTIN 


Ghostbusters. 

I mean, who 

wouldn't want 

them to bust 

those classic ghost 

LEGO figures? Also, proton 
packs and the Ecto-1 would 
be fantastic LEGO projects. 


KEVIN CASSIDY 


With LEGO being 

such a power- 

house brand, I'm 

surprised to see 

they haven't teamed 

up with the ultimate pop- 
culture icon - The Simpsons! I 
think it's high time we see 
LEGO Homer and LEGO Bart 
exploring the seedy under- 
belly of LEGO Springfield. 


CORBIE DILLARD 


I'm with Brett. 
Ghostbusters 
and LEGO? Hand 
in hand. LOL! 


LINDSEY LAYNE KING 


LEGO LEGO. 
No themes, no 
characters, no 
special pieces. 
You just play as a 
brick, desperately trying to 
find your way under the feet , 
of your owners, so that [ 
they may feel the worst 2 
pain imaginable. Clearly 
it’s a tale of revenge А ( 


most foul. zu 
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Justice League, 


THE CASE OF LEGO Batman 2: DC 
Super Heroes brings with it a question 
of whether it was released in the right 
place at the wrong time. It's come to 
the Wii U nearly one entire year after 
it reached virtually every other 
platform in existence, including the 
Wii. What's more, it's arrived only a 
little more than two months after the 
Wii U itself received its very own 
exclusive LEGO title, LEGO City 
Undercover (reviewed in NF #2). That 
brings us to the question: Is it worth 
your time? 


Plainly and simply, if you've played 
the other console versions before, or 
if you're simply suffering from LEGO 
fatigue after the one-two punch of 
LEGO City undercover and The Chase 
Begins, you'll probably want to give 
this one a pass. In fact, it could even 
be argued that the exclusion of DLC 
that's available for the Xbox 360 and 
PlayStation 3 versions make this one 
an inferior pick. 

But taken on its own? There's quite 
a bit to enjoy here. 

Unlike Undercover, you have the 
benefit of drop-in/drop-out two- 
player simultaneous co-op, which is 
further augmented in a feature 
unique to this version - the ability to 
trade split-screen action for one 


WARNER BROS. I.E. 
TT GAMES 


semble! 


player to use the GamePad while the 
other has full use of the television 
screen (at the cost of a drop in frame- 
rate, unfortunately). 

On the one hand, loading times are 
far better than what Chase McCain 
had to deal with. 

But on the other hand, the world 
managed to feel a lot more lively in 
LEGO City. 

While cutscenes are fun, the 
gameplay in-between lacks dialogue 
and banter – which is odd, given that 
this was the first LEGO game to 
employ full voice acting (rather than 
just characters miming their way 
through the plot, as in earlier LEGO 
titles). Some parts are rather obtuse 
and unintuitive as well, but at least 
the game doesn’t punish you for it. 

Overall, LEGO Batman 2 is still a 
fine adventure to take part in – 
provided you haven't already done so 
previously. - DAVID 
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Namco X Capcom X Sega 


DOES A GAME need to be very deep 
in order to be a good time? That's the 
question Project X Zone seemingly 
seeks to answer, and it does so with a 
resounding "No!" 

Though the title dresses itself up as 
a strategy-styled role-playing game, it 
by and large requires little knowledge 
or familiarity with either of those 
genres to enjoy. For the most part, 
assuming you don’t play foolishly, you 
can pretty much just power through 
anything that stands in your way. 
You're often dealt an objective in each 
mission, with specific criteria for 
victory, and these often involve either 
taking down certain characters/having 
certain characters on your side not 
taken down, or just racing to wipe out 
the opposing side first. In the case of 
the former, the ideal solution is to 
basically try to gang up on the ring- 
leader for the stage and keep pum- 
meling them until they fall down. 

That isn't to say that employing a 
little strategy won't get you anywhere, 
though. Each two-person unit has its 
own set of three combo moves acti- 
vated by simple button presses (A, 

Left + A and Right + A are the core set, 
for example), but you can augment 
them with asingle-characterassist, % 
which you can call upon at the time „к 
of your choosing. Additionally, by 
properly positioning one unit close 
to another, you can also call them in 
to help out. Though the game is turn- 
based, there is a slight element of 
real-time action in regards to how 
the attacks are delivered; mis- 
time an assist, and several of 
their attacks can potentially miss, 
dealing less damage as a result. 
This is where the true strategy 


of Project X Zone lies, as you ideally 

want to match up your units with the 
support who works best in conjunction 
with them, and near another unit who 
is equally beneficial. 

The result? Pure, delightful, 
frenetic chaos. The feeling is almost 
like watching a Dragon Ball Z-like 
beatdown of villains and monsters 
with five-on-one odds, but without the 
world-crushing ramifications. There's 
a certain bliss to be found in such 
action. 

Project X Zone's other main draw, 
of course, is the story. Simply put: It's 
fluff. Some bad mojo is going down, 
and as a result, a wide variety of char- 
acters from across different times, 
places, and even dimensions are 
coming together as a result. It's basi- 
cally just an excuse to bring all of 
these different companies' characters 
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and franchises together, and it serves 
its purpose well enough. In this way, it 
really reminds me of the story used in 
the handheld versions of the Mario & 
Sonic Olympic Games titles from SEGA. 

More fun than the story is the inter- 
actions between all of these charac- 
ters, with many of them bouncing 
amusing comments off one another 
(we particularly found some of Chun Li 
and Morrigan's banter amusing, as 
well as Dante and Dimitri). 

If there's one small problem with 
the story aspect of the game, it's that 
you really feel like you came in during 
the middle of something, as numerous 
characters meet up and greet each 
other with a familiarity which says this 
isn't the first time they've met. Prior 
to this, there was the crossover of 
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Namco X Capcom (which went unre- 
leased outside of Japan), but 
numerous characters who seem to 
know each other here were not in that 
game. Apparently, the expected 
course of action is to assume that 
everything from that game and any 
other crossovers they've participated 
in is canon to this game's own 
timeline. Fortunately, these interac- 
tions don't run too deep, so it's not as 
though newcomers need to realize 
anything more than "oh, they've met 
before" in most cases. 

In terms of visuals and sound, 
Project X Zone is quite pleasing. Most 
characters seem to have a similar art 
style, allowing them to blend together 
as though they were part of the same 
universe, though Zero and especially 
Mega Man X seem to stand out a little 
more due to how clean yet bulky their 
designs are by comparison. (Perhaps 
using their Mega Man X8 designs 
would have helped, but it's not too 
bad overall.) Meanwhile, the 
soundtrack is filled with familiar tunes 
from characters' respective fran- 
chises, each played in such a way 


ç that they mesh together rather 
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Ultimately, the big question that'll 
divide people in how much they enjoy 
this game is just how much of these 
elements you can take. Project X Zone 
is by no means a short game, 
and even presents a one-time 
quick-save option to help you 
through longer battle scenarios. The 
fights aren't especially varied on the 
player-input side, a lot of dialogue is 
of the "Hey, don't | know you?" sort 
and pretty much every character 
present needs to get in a word or 
two as you go, making things run 
even longer. I'm largely 
unphased by this, and have 
| found Project X Zone largely 
enjoyable despite its repetition. 
That said, it can help to play 
the game more sparingly. - DAVID 
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Where's the Ware? 


GAME & WARIO 


WARIO DONS HIS game-design hat once 
again to bring us Game & Wario, a mini- 
game collection that falls short of its aspira- 
tions due to a lack of consistency. 

Game & Wario features 12 single-player 
games ranging from the extraordinarily 
inventive to the lamentably dull - the 
overall quality of the package is undeniably 
brought down by the less inspired titles 
included. For instance, early in the game, 
the fantastic "Camera" is unlocked, in which 
the player is tasked with using the GamePad 
as a camera viewfinder into a larger view on 
the TV and must snap pictures of several 
designated subjects. Camera is both 
uproariously entertaining and a fantastic 
use of the Wii U's unique capabilities, and 
expectations are set accordingly high for the 
rest of the game. Almost immediately after, 
however, the depressingly uninteresting 
"Patchwork" is revealed, a painfully simple 
puzzle game that wears thin before even 
the five-minute tutorial is over. 

This massive inconsistency in quality 
continues further into Game & Wario: the 
brilliantly engaging "Gamer" (see sidebar) is 
in complete contrast with the tediously sim- 
plified platformer "Kung Fu," and even the 
strangely compelling "Design" (in which you 
are required to draw lines of varying lengths 
- honestly more fun than it sounds) is 
brought down by the lackluster horizontal 
shooter, "Ashley." 

Each game records high scores for each 
individual user and has a number of differ- 
ent levels of varying difficulty. For those 
living with others who will play the game on 
their own, the challenge of toppling some- 
one's high score is undeniably enticing. 
Those who play alone or only intend to use 
Game & Wario as a party game, however, 
may find the baffling focus on single-player 
content somewhat disappointing. Bonus 
toys can be unlocked to increase replayabil- 
ity, but the promise of 200 "unique" trinkets 
is laughably misleading; the vast majority 
are simple hint cards, accompanied by a 
single static image. 

Game & Wario does contain multiplayer 
games; four, to be precise, although these 
too are subject to the inconsistent nature of 
the single-player portion. Two of the four, 
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"Fruit" and "Islands" (as described to the 
right), are hilarious, engaging and acces- 
sible gems that any group will get a great 
amount of enjoyment from, regardless of 
age or experience. The other games, 
however, fail to meet their benchmark. 
"Sketch" is a barebones Pictionary knock- 
off - adequate, but disappointingly unorigi- 
nal in its execution. "Disco" is a two-player 
rhythm game played solely on the 
GamePad, in which players must match a 
beat laid down by their opponent. The idea 
is interesting, but unfortunately marred by 
extremely strict timing and confusingly 
quiet music volume - both issues prevent 
this game from achieving its potential. 

Praise must be given to Game & Wario's 
inspired use of Miiverse, however. A 
separate mode on the main menu entitled 
"Miiverse Sketch" invites players to partici- 
pate in a communal drawing challenge. A 
word is randomly selected from a vast 
library of subjects (which can also be added 
to by other players), and 30 seconds is given 
to draw the word to the best of your ability. 
The resulting image is then posted to 
Miiverse for the world to see; needless to 
say, the outcome is often hilarious, and it's 
amazing how such a simple concept can 
prove to be perhaps the most engaging 
component of the entire game. 

Game & Wario aspires to do so much; 
providing 16 unique games playable exclu- 
sively with the GamePad is no small feat, 
and by and large, the mini-games are enjoy- 
able enough. The presentation is clean and 
efficient, and the menus and cutscenes are 
oaded with charm. However, there are 
simply far too many duds mixed in with the 
diamonds, and the overall value of the 
package is greatly reduced as a result. 
Nintendo would have been better served 
releasing the handful of truly great games 
as separate, downloadable titles, particu- 
arly Miiverse Sketch, as when Game & 
Wario does work it truly excels. 

As it stands, Game & Wario serves as an 
adequate supplement to the fantastic multi- 
player fun of Nintendo Land, but certainly 
not as a replacement. 

- ROBERT 


na 10100) | 
LAUNCH SOME FRONKS 


"Islands" is a hilariously tense game of strategy and luck in which each 
player must fire a number of creatures named Fronks onto platforms via 
catapult. Each segment is worth a certain number of points, and over- 
loading one section can cause the platform to shift, toppling Fronks into 
the ocean. Cutthroat strategy and a steady hand are required to win, 
although those trailing far behind can easily upset the score in the final 
rounds. Islands is simple, addictive and endlessly replayable, making this 
a standout gem of the collection. But be warned: friendships will be 
destroyed as a result of playing this game! 
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"Fruit" is a fantastic mix of assymetrical multiplayer and subterfuge, 
while also being incredibly simple to pick up and play. One person on the 
GamePad secretly selects a character and attempts to steal a number of 
items of fruit on the main screen, while other observers try to guess who 

the mysterious thief is through careful observation. Mixing in with 
crowds of computer-controlled characters is key, as is avoiding being 
photographed alone when regular camera countdowns initiate. An 
inspired use of the GamePad, and a great game for parties. 


O Pause 


WATCH OUT FOR MOM 


The undisputed centerpiece of the single-player game, "Gamer" is an 
inspired concept that requires both multi-tasking and nerves of steel to 
complete. In an attempt to stay up past his bedtime, 9-Volt must play 
simple mini-games (shown exclusively on the GamePad), while also 
watching for his mother (who frequently enters the room on the main 
screen, often in surprising ways). Pressing the shoulder buttons pauses 
and hides the game, but drains 9-Volt’s stamina - the trick is only doing 
so when his mother is watching, making Gamer a challenging and 
engaging battle of concentration and vigilance. 
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The Final Word on New Leaf 


ANIMAL CROSSING: NEW LEAF 


IN OUR LAST issue, we began our 
review of Animal Crossing: New Leaf 
with a chronicle of my first few days as 
mayor. Now, it's two months later — 
and I'm still finding new things every 
single day. 

The wealthy town of Kakariko, 
being guided by yours truly, has seen 
plently of changes recently. Our crack 
team of construction experts (not 
really) started work on various Public 
Works Projects, which were mostly 
suggested by people in the town. Our 
first goal was to attract tourism, so we 
built a camping area and have seen 
some great success. Various animals 
have enjoyed our facilities, like the 
yellow and zen benches, an original 
shirt of Bit.Trip's CommanderVideo 
and photo moments with a Mr. Iwata 
standee. As mayor, I’ve also made 
visits to our guests' hometowns and 
played various games with them for 
fun prizes. | even invited one guest, 
Bree, to settle in our town perma- 
nently, and she directly took me up on 
the offer. 

Currently, I'm looking to the future 
- and I see many bright new elements 
coming together. Our museum will get 
some renovations soon, as we'll be 
adding a second floor to the building. 
This will allow me to create new exhi- 
bitions, where we hope to have full 
furniture sets on display. Beyond that, 
we're thinking of other Projects to 
make our town 
flourish. 


On the nature side of things, I’ve 
been very keen at planting flowers 
everywhere to give the town a more 
natural feel. And as far as new 
projects are concerned, we hope to 
bring the exciting world of coffee to 
Kakariko with a brand-new cafe. 

More recently, I've been exchanging 
ideas over the Internet by visiting the 
towns of other like-minded mayors. 
This has been a bit of a struggle, 
however, as you can't directly see who 
has their town gates wide open. You're 
forced to use social media like Twitter 
(outside of the game), to communicate 
with other players first, which makes 
it sluggish to get some activities going. 

We've also had to communicate in- 
game just through text, while in my 
previous town on Wii | could use my 
voice through the Wii Speak periph- 
eral. It's odd to see that feature 
removed, especially since the 3DS has 
a built-in microphone. 

Beyond that, though, I’ve had a fun 
time checking out other players' 
projects and seeing what their houses 
had inside. And if no one was around, | 
would make use of the Dream Suite 
function to visit towns from all across 
the world in seconds. 

Whether I’m alone or have friends 
around, | always seem to make a lot of 
stops at the new tropical island in New 
Leaf. With former mayor Tortimer at 


my side, we've 
destroyed 

plenty of balloons, 
played many hide-and- 
seek games and tried to track down 
various breeds of fish. 

And I've also had a lot of fun 
making my house unique. I'm espe- 
Cially proud of my top floor, where I've 
installed a proper DJ booth and 
included things like a slushie machine 
and a UFO catcher from Japan. | hope 
to expand my house in the coming 
months and come up with more fun 
ideas like these. 

| could go on talking about Animal 
Crossing: New Leaf for a long time, 
and І assume that many of you have 
experienced the wealth of content that 
the game has to offer too. What makes 
the game such a strong experience, in 


in my mind, is 
the fact that there's something to 
smile about every time you play. The 
smaller tasks of catching bugs and fish 
remain, and the core of the series 
hasn't changed - but at its center, New 
Leaf offers a deeper progression 
system that keeps this sequel from 
growing stale as quickly as its prede- 
cessors did. I'm sure l'II still be playing 
and earning badges in the town of 
Kakariko for months, maybe even 
years, to come. If you've ever wanted 
to experience Animal Crossing, New 
Leaf is a great place to start. - DAAN 


| got the Good Samaritan 
badge! It's proof of how І never 


turn down a request to help! 9 
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COMMUNITY 


GETTING PAID TO PLAY VIDEO GAMES 


A former Nintendo Power freelancer offers his guidance to the next generation of writers. 


WE'VE SPENT THIS issue focusing on dreams, so 
it's only appropriate that we begin to bring things 
to a close now by discussing many gamers' dream 
job - actually getting paid to play video games. 
Whether it's a future as a game tester, a developer 
or any other role in the industry you have in mind 
for yourself, you'd be well served to consider taking 
the first step that former Nintendo Power writer 
Nathan Meunier suggests in his new book. We got 
in touch with Nathan to learn more about his guide 
to getting your foot in the door - by freelancing. 


NF: First up, could you give us an overview of the 
book, and why you decided to write it? 

Absolutely. Other than being 
a mouthful to say, Up Up Down Down Left WRITE: 
The Freelance Guide to Video Game Journalism is a 
labor of love I’ve been chipping away at for the past 
few years. | basically set out to write the book that I 
wish I could have had access to back when I first 
was starting out as a freelancer. It's a comprehen- 
sive tome that really digs into the nitty-gritty of 
what freelancing is, how to break into game publi- 
cations as a freelancer, and how to build and 
maintain your freelance writing business while 
troubleshooting inevitable obstacles that arise. 
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It's also packed full of tips and advice that are cer- 
tainly useful to writers beyond freelancing too, and 
it's all written in a conversational, somewhat 
comical tone that's steeped in geeky references to 
games, films and other nerdy stuff I love. If you're 
even remotely interested in getting paid to write 
about games and the rad folks who make them, 
then this is the book for you. 

I’ve always wanted to write books, and it feels 
like a natural extension of what I’ve been doing for 
the past decade both covering video games and 
other "real world" stuff as a professional writer. But 
the idea for this project came out of the many 
emails I've received over the years from folks 
asking questions about writing and freelancing in 
this industry. | get a lot of messages from aspiring 
game journos and writer colleagues seeking advice 
on questions and conundrums they're facing. I 
always reply at length when I can, and I try to help 
comrades out as much as possible. After | started 
to realize just how much time | was pouring into 
fielding questions, it only made sense to do some- 
thing a bit bigger, more tangible with all of that 
info. 

Basically, | smelled a book brewing, so | got to 
work. 


HIS PIECE OF 
THE POWER 


"Nathan Meunier" was a regular 
byline to find attached to articles 
throughout Nintendo Power's final 
years, as Nathan’s time with NP 
carried through all the way until 
the magazine's final issue last 
December. His first piece, "Game 
Boy Traffic Jams," appeared in the 
November 2009 issue, in the 
Community section. Nathan would 
go on to regularly contribute to 
Community again and again – he 
wrote for other sections, too, but 
mostly came to be associated with 
that fan-focused area in the back. 
Perhaps it’s appropriate, then, 
that his own work is now being 
featured there. 


Next, I’ve got to ask - since you make your living 
by freelancing yourself, are you worried about 
shooting yourself in the foot by guiding others 
into being, essentially, new competitors for 
article assignments? 

Not at all. I've seen a lot of writers and editors 
come and go since | got into the freelance game 
journo game. There’s quite a bit of turnover, since 
many people who get into this gig often jump at the 
opportunity to use it as a springboard to game 
development, which is fine. Or they move on into 
PR. Also fine. Or they transition from freelancing 
into staff positions at a publication. People shift 
around, move on to other things, and transition 
into different roles. Yet some of us are content to 
stick with freelancing. Either way, | think there’s a 
lot of room for new blood, and I'm seeing many 
new writers gradually work their way up to fill the 
gaps. Personally, while much of my work is still 
gaming-focused, | also do some writing outside of 
the gaming world too, so there’s that too. 


What was it like to write for Nintendo Power? 
How did you get assignments, who did you report 
to, and did you ever hassle the Hoff? 

It was a dream come true, honestly. | started 
reading Nintendo Power as a kid when it first came 
out, and | was obsessed with the idea of some day 
writing for the magazine. | never imagined that 
would actually happen many years later. When | 
scored my first assignment for the mag, | did a little 
happy dance and spazzed out for a minute. It was a 
great gig, really. | was sad to see it shut down, but | 
feel very blessed and honored that | was able to be 
a regular contributor for three and а half years. 

| worked closely with Justin Cheng over there, 
who was a super nice guy to work with. He was 
always generous about kicking me assignments and 
very receptive to my pitches. The vast majority of 
my contributions were short mini-features for the 
magazine’s Community section, though | also did 
quite a few reviews, some previews, and helped out 
with a few bigger features. It was a wild ride anda 
good run while it lasted. 

I'd be remiss here if | didn't give some props to 
my freelance colleague Andrew Hayward, who is 
actually the book editor for up up Down Down Left 
WRITE, and part of the reason I got my foot in the 
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door at Nintendo Power in the first place. | had a 
killer pitch worked out that | thought was a perfect 
fit — it turned out to be - but my first few attempts 
to pitch it didn't yield any response. | saw Andrew 
was doing regular writing there, and we both were 
freelancing for many of the same gigs already, so I 
pinged him and he pointed me in the right direction 
of who to contact. What's cool is there's a lot of that 
kind of friendliness and camaraderie among free- 
lancers in this industry. Most folks are super 
friendly, and even though we're technically com- 
petitors, many of us don't really see it that way. 
Folks regularly ask me where they should pitch. I 
don't usually give you my best contacts willy-nilly, 
but I’m almost always willing to help point 
someone in the right direction ~ like Andrew and 
others have done with me – and I’ve helped quite a 
few freelance pals break into sweet gigs (though I 
won't take credit for their excellent chops!). 


NATHAN MEUNIER 


BUYING THE BOOK 


Nathan's new book, fully titled Up Up Down Down Left WRITE: The Freelance Guide to Video Game 
Journalism, is set to be released on August 5th. You'll be able to purchase printed copies for $14.99 
starting that day, or, if you're a Kindle owner, you can download a digital version for $8.99. 


The-Freelance Guide to Video Game Journalism 


FOREWORD BY ANDY EDDY 


for more! 


Also, there was no Hoff hassling. Sadly. 


What's been the freelance assignment that you've 
been most proud to see published over the years? 
That's a tough question. The first time | saw my 
byline next to an article in Nintendo Power felt 
pretty amazing, but there have been other stories 
that I’ve felt more pride in due to the subject 
matter or level of reporting that went into them. 
There was a big feature | wrote a few years back for 
IGN on homophobia in online gaming that I still feel 
pretty proud of. While the deluge of horrible jabs in 
the comments section was pretty atrocious, as you 
might expect, it felt good to get a more serious 
piece on such a controversial subject into one of 
the bigger publications. 

Also, the editor-in-chief at the time sent out a 
company editorial-wide email praising the article, 
which felt good. 


SO, YOU THINK YOU 
HAVE WHAT IT TAKES? 


It only seems right that we'd take Nathan's example of paying it 


forward and run with it ourselves, don't you thin 


? So here's 


deal -- if you're one of the people that this article was speaki 


to, I'd like to offer you your first chance to get into the game. 
rom writers, 


Honestly, we've had tons and tons of requests 
artists and designers wanting to contribute to 


since even before our first issue went on sale - too many to 
keep up with! And our staff is packed as it is - Mario and Lui 
in my mind, are nowhere near the Dream Team that the 

o support new, 


Nintendo Force is. But, all that said, I'd still love 
up-and-coming writers looking to take their firs 


zu 
line "Join the Force," introduce yourself and pitc 


Simple enough? Go for it! 


What's next for Nathan Meunier beyond this 
book? Do you have another book in mind? 

Well, | plan to stick with freelancing for the long 
haul, though writing books is going to be a pretty 


the NF effor 


steps into t 


game journalism business. So, if you'd like a shot, email me 
se the subject 
h me an article 


idea. ІЛІ pick the idea that stands out the most and work wi 
you to have your work appear in a future issue. 


important component of my workload heading into 


the future. As part of the Kickstarter campaign to 
fund the expenses for the first book, | pledged to 

write a second book, which will still be focused on 
writing and game journalism but will be more of a 


heavily reported project that weaves other industry 


pros' perspectives into the mix. The topics will 
expand on and push beyond what's covered in this 
first guide, without covering much of the same 
ground. 

I'm also about 5,000* words deep into writing 


another short ebook-only project that's going to act 


like DLC to the main book. It's called Interview Fu: 
The Game Journo Guide to Conducting Killer 


Interviews, and | expect that will launch before the 


holidays. | have a lot of exciting projects in the 
works and can't wait to see what the future holds 
post-launch! 


Anything else you'd like to add? 


Since this is a DIY project, and I'm handling almost 
every aspect of its creation from start-to-finish, I’m 


always appreciative when others feel inspired to 


help spread the good word. If anyone out there in 
readerland grabs a copy of the book, finds it usefu 
or entertaining, and can spread the word over the 
Internet, that'd be super rad. 


Our thanks to Nathan for answering our questions. 


Now everyone go buy his book! - LUCAS 
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Nintendo brings E3 to the masses, and the masses appear. 


IF YOU WANT to play E3 demos of upcoming Nintendo games, you usually have to go to E3 itself — and you're just out of luck if you can’t make it to Los Angeles or 
don’t have the credentials to get through the doors there. This year, though, the Big N broke with tradition by bringing four of the expo’s Wii U titles out to the public. 
Through a partnership with Best Buy, Nintendo fans in over a hundred different cities around the United States and Canada were able to experience the same playable 
previews of Super Mario 3D World, Mario Kart 8, Donkey Kong Country: Tropical Freeze and The Legend of Zelda: The Wind Waker HD as those who actually went to this 
year’s show in California. The lines were massive in many cities, but the larger the crowd, the more StreetPass hits, right? Several StreetPass groups took advantage of 
the events to serve as natural meet-ups of like-minded Nintendo fans, and there was even free swag to be snagged! (Like a snazzy foam Luigi hat.) - LUCAS 


- PHOTOGRAPHS BY STREETPASS LEXINGTON, EVAN CAMPBELL, LUCAS M. THOMAS & NINTENDO PR 
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Over a decade ago, the original Animal Crossing launched in North America with 
alittle bit of online support — a website styled as a newspaper, and called The 
Crossing Guardian. It became a regular read for fans of Nintendo’s first foray into 
virtual animal village simulation, a place the community could gather arun | to 
learn about upcoming events. Well, with New Leaf newly released, we're bringin 
it back — with a Community focus, to highlight your towns and Et creations. Т 


get things started, why not visit some of our ‘burgs through the Dream Suite? KEVIN K. - 5000-2055-5183 


Yes, that is a ridiculously massive QR 
code. Some readers had trouble scanning 
the Mii codes we included on the back 
cover of our debut issue, so this time 
we're not messing around. (We won't 
always run them this big, we promise.) If 
its titanic proportions have inspired you 
to scan it, you'll find it unlocks the 
famous NF logo for your enjoyment. 


ROBERT - 7100-2343-0913 


Have a great shirt or dress to share? Think site Gale should pop over to 
qe town via the Dream Suite? Send us your imal Crossing: New 


eaf creations: thecrossingguardian@nintendoforcemagazine.com 
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It’s been a little funny to spend an entire issue focusing on dreams for the future, 
because Nintendo and its games, to me, are so much more associated with the 
past. That’s no slam on the company, or a comment on my love of its old 8-bit 
titles. No, | mean to say that Nintendo has been such a prominent part of my life, 
for so long, that its games are entirely intertwined with my memories. 


| often remember life events or old childhood friends within a video game 
context. | think the games have helped me retain information that | might have 
naturally let go otherwise. They help me keep hold of my past. 


This is never more evident than when I'm back in my hometown, taking a walk 
around the neighborhood | grew up in. Even to this day І can stroll around the 
block, glance at each house along the way and remember connections to playing 
Nintendo as a kid. 


There was a boy named Seth who lived just down the street — his is the first house 
| pass on these walks, turning left out of my parents’ front door. Seth was my 
brother Josh’s friend, but | still managed to get myself invited inside to play NES 
from time to time. That was where | first saw The Legend of Zelda and its shiny, 
golden cartridge. 


Up the hill from him lived a boy named Jermaine, whose brother was an aspiring 
comic artist — they had a Game Genie. We used it to mess around with every 
game we could, but had the most fun with making Mega Man do crazy things in 
Mega Man 3. 


Down the hill from there, another boy’s house — | don’t recall his name, but | do 
remember that was where | played Little Nemo for the first time. My cousin 
Matthew lived a couple of streets away for a while, and he had managed to rent 
Donkey Kong Country from the video store before | even knew it had been 
released. On the edge of the neighborhood, across from the nearby elementary 
school, | played Super Dodge Ball in a house on the corner with another friend 
whose name escapes me at the moment. 


| suppose I’m not retaining quite as much information as | thought | would – 


about the people, that is. | always remember the games. Next time I’m home to 
visit my parents, I'll have to see if сап jog my memory some more, with another 


walk around the neighborhood. 
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